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4) HIGH RESOLUTION MoDes! 


"Stunning 800x600 visuals in 16-bit color put you 
thal the heart of battle on the most graphically 
detailed map. Get face to face with each unit! 
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Don’t take our word for it. 
Download the demo at 


MANAGE BUILDING AND PRODUCTION | 
FROM ANYWHERE! — is. 


Create troops, buildings, and manage research www.earth2140.com. 
without ever leaving the action of the battle- 
field with full-screen mode, Tilat-talet ed . Ag oie. + 


fore daha ged hs Vale! F virtual 3D interface. 


_EURASIAN DYNASTY 


# Most of the ED population has 
a jiansformed themselves into 


SUPERIOR TROOP CONTROLS! 


Declare generals, set units as aggressive or 
defensive and mark waypoints during long 
marches. Order them. to take over or Blow 

up a building. 
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First rate! The graphics... made me hot sitting.in my. air-conditione 2d office:” 
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All the strategy games 
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Earth 2140 - an action 
game for strategy gamers. 


COMING THIS 
WINTER! 


WWW.INTERPLAY.COM 


BY GAMERS. FOR GAMERS.” 


Full strategy war game 


53,000) color, high-resolution graphics. 
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{ you do in one level could affect another. One false move 
could alert security, flood a passageway, or worse. 
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Classic * 
Excellent %* %& *%& %& > 
Fair %& *%& y 
Why? 


All ratings are assigned by the author of the article. 


The “Stamp of Approval” is awarded by the editors of the magazine. 
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we went out and 


ntroducing C/V II Fantastic Worlds,’ an add-on set of fantasy-based scenarios for you to conquer. 


Dinosaurs and dragons. Monsters and elves. Enter tools. Sure, you’ll face the same intense level 


the realm of Fantastic Worlds: the of strategic challenge and complexity of 


Civilization 1] add-on where magic and Civilization II, but the scenarios 


imagination rule in more than 15 will be literally out of this world. 
new fantasy and sci-fiscenarios. “a See ae = From imperiled Atlantis to fabled Camelot, 
Best of all, now you can also from planet Mars to your own magical 


dream up and create your and mythical world, Fantastic Worlds 
own scenarios using arich art “=~ will take you far beyond civilization 


portfolio and a set of 8 custom scenario creation as you’ve known it. 


Critics are raving about Civilization II: 
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CIV Il Fantastic Worlds requires 
Civilization II to play. 


Available for Windows. 
Visit your local retailer or call 1-800-€ 
day or night U.S.¢ or ¢ « Cones a). 
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STRATEGY Blade Runner 


Incubation 
Achtung Spitfire! 
NetStorm 

Civil War Generals II 
LED Wars 

Worms 2 

Earth 2140 


ACTION 
Tomb Raider 2 
Hexen II 

Virtua Fighter 2 
Nuclear Strike 
G-Police 


Claw a 
Postal 

Defiance 

Lose Your Marbles 

Outlaws “Fistful of Missions” 


ADVENTURE 


Zork Grand Inquisitor 
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Legends Football ‘98 


ONLINE ™ 
Aliens EarthSiege 3 
ChronX Armed & Delirious 


Windows 95 

Place the CD disc in your CD-ROM drive. The disc will 
autoplay. If it fails to do so, right click on your CD-ROM 
icon (located in “My Computer”) and select OPEN. 
Double-click the “Install” icon. 


Windows 3.1 

Place the CD in your CD-ROM drive and choose File, 
Run from the Program Manager. Type “D:\INSTALL,” 
where D: is the letter of your CD-ROM drive, and 
press ENTER. Follow the instructions on screen. 
After installation is complete, double-click the 
created icon to start. 


Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 

Computer Games 

2 Millet St. 

Richmond, VT 05477 

ATTN: CD replacement 


Missing Something? 
If you are not getting the CD-ROM with your sub- 
scription to Computer Games Strategy Plus you 
are missing great demos and free games every 
month. You can upgrade your current subscripion 
for only $1 more per issue. Visa or Mastercard are 
accepted, please call: 

Customer Service 

1.800.283.3542 (US Only) 


1.760.745.2809 (CDN and foreign) 


The ULTIMATE REAL-TIME online GAMING network. 


or a limited time to MEI Internet® customers. 


HAUL MODEM over to WWW. WITepla Nn or CALL I-888-4WIf 
>» The thrill of INSTANT VICTORY without the agony of DELAYED DEFEAT. 


WARNING: WIREPLAY is a high-speed gaming network. Play at your own risk. 


MCI TELECOMMUNICATIONS CORPORATION. ALL RIGHTS RESERVED A ireplay 
AY is a trademark of British Telecommunications, plc, and is used with permission. The games network 


Ors 
‘ig 
y 


: 
Ho 
ata 


ee 
Serna 


Hold on to your fillings his is gonna hurt. Frame-shattering jumps, punishi hoop-de J isi 1 tl dered with real physics. T turous track 


2 lovingly laid out by the world’s most sadistic designers. Yourselt included. www.sierra.com/soda. ee NoT Just A GAME. 


ae ae % : % 


Sofware Allies, fies All Rights Reserved. Published by Sierra On-Line, ine ®, Bellevue, WA 9800. 7. Papyras™ and the Papyrus lags are trodleti rks of Papyrus. SODA® is a registered trademark of the Short Course Off Road Drivers Association 
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WHAT DOES “MERCY” 
SOUND LIKE IN RUSSIAN? 


Introducing EF2000 V2.0. 
The world’s best flight sim just got a whole lot better. 


PC Gamer says that EF2000 has “everything you could hope for in a high-tech flight 
sim: realism, playability and stellar graphics.” That’s why they named it Editor’s Choice. 
It’s also why it was named 1996 Sim of the Year by Computer Gaming World. But we 
knew you wanted more. And EF2000 V2.0 delivers. 


Russia has invaded Norway, and it’s up to you and NATO's next-generation EF2000 

fighter to stop them. Fully compatible with Windows 95 and 3Dfx and 
Rendition accelerators, V2.0’s incredible detail brings combat to life, 
and death. Follow the tactical mission planner and dive into one of 
16 different combat scenarios. Or go up against true flesh and blood 
via multi-player or head-to-head network play. And if that’s not 
enough, construct your own air-to-air combat against 32 different 
aircraft so you can prove once and for all who’s the best. 


EF2000 V2.0. It’s not.a sequel, it’s reality. 


www.did.com | INFOGRAMES 


© 1997 Ocearof America, inc. Ocean is a registered trademark of Ocean Software Limited. Game Program: © 1996 Digital Image Design. Designed and developed by Digital Image Design Ltd. All rights reserved. Microsoft, Windows and Windows logo are registered trademarks of the Microsoft Corporation. 
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Check out the playable demo in select magazines or download it from our Web site at www.lucasarts.com 


© 1997 LucasArts Entertainment Company, All Rights Reserved. The Qurse of Monkey Island is a trademark of LucasArts. Entertainment Company. The LucasArts logo-is.a registered trademark of Lucasfifm Ltd., used under adthorization. 


The Clone Wars — 


long time ago, in an industry far, far away... 
A ...a small group of rebels sat in a dark, dingy room formulating an idea that would 
revolutionize the computer gaming industry. It was a game, but not just any game - 
it was like nothing else on the market, featuring a unique premise, revolutionary gameplay 
and a look and feel that ... 

And some guy in marketing said it wouldn't sell, so it was canceled. 

In its place, The Very Big Company is releasing The Clone Wars™, a real-time 3D Myst-style 
action-oriented strategic simulation taking place in a futuristic fantasy world not far removed 
from our own. With 3D graphics, polygonal units, a programmable neural net Al, advanced 
unit controls, 32-bit color, lens flares, multi-colored lighting effects, voxels, 3D THX sound, 
voice recognition, native support for every known 3D accelerator, and 39 minutes of full- 
motion video featuring Ewan McGregor, Cameron Diaz and Bruce Willis, it should be on 
every gamer’s shopping list this upcoming holiday season. 

Or maybe not. 

While The Clone Wars™ may not be appearing on a PC near you at any time soon, this 
issue launches our first installment of the war of the clones. In this issue, you'll find reviews of 
Dark Reign, Age of Empires, Total Annihilation, Outpost 2, War Inc., Conquest Earth, 7th Legion, 
Riven: The Sequel to Myst, Jedi Knight, and Star Trek Star Fleet Academy. While all of these 
games, for the most part, differ from one another, they all share one thing — they're consid- 
ered clones of other popular products. 

Every one of these games may tout particular innovations in their genre, but if they don't 
jump right out and bite you on the booty, how many people will play them long enough to 
properly discover their subtleties? Many of us, ourselves included, are often too quick to dis- 
miss a product that’s competing in an “established genre.” (Marketing speak for “our game's 
a clone.”) At the same time, we’re too quick to support a product that offers a number of 
“features” that sound wonderful on paper, ignoring the possibility that a well-executed but 
derivative game is superior to an original or advanced game that’s unplayable. 

However, whenever someone in the industry shows us a new game, we get the exact 
same spiel: “Our [blank] is like [blank], only we take it a few steps further. We've taken the 
best features of [blank] and merged them with the best of [blank]” and so on. As we sit there 
with our [blank] stares, it’s hard not to feel sorry for our unfortunate presenters. We'd love to 
get excited, but we can’t. Been there, done that. We know you love your game, and your 
game may be the best thing since sliced bread, but we also know that there are few compa- 
nies in this industry that are willing to take the risk of doing a game that doesn't follow a cer- 
tain formula. 

Is this a bad thing? Not necessarily. Everyone, in particular the press, makes too big a deal 
about copycat designs. Those who think the glut of real-time strategy games is unprecedent- 
ed has forgotten the glut of Myst, Doom and Civilization clones of 1993-1995, the Wing 
Commander clones of 1991-1993, the SimCity clones of 1990-1992... and so on. The basic for- 
mula most publishers use is to look at the top 10 and make next year’s games just like them. 
Using that formula, we can expect 1998 to feature Diablo clones, Barbie Fashion Designer 
clones and “large-breasted female third-person 3D action game” clones. 

But all is not lost. The “next big thing” will still be created by those rebels mentioned 
above. Right now, they're sitting in their cubicle waiting for the day someone will fund their 
“crazy” vision. They'll continue to work on that clone product their publisher is forcing them 
to do, confident that one day they'll have enough money and chutzpah to break away from 
the pack and follow their muse. 

Until that day, send in the clones. They may look the same, they may play the same. But 
we all know the inevitable truth — we'll never love them as much as we love the original. 

One final note: | was remiss last month in not welcoming our two new editorial staff mem- 
bers, Robert Mayer and Jason Ocampo. Bob, whose name you'll probably recognize from his 
years spent grumbling about war and strategy games, handles all things online, from admin- 
istering the editorial on our web site (www.cdmag.com) to making sure we have a few mag- 
azine articles on Kali every month (a joke). He’s from the Georgia and actually refers to the 
people of Vermont as “Yankees.” 

Jason is our online news editor, and will eventually take over the action section of the 
magazine (as soon as he can pry it out of my grubby hands). He’s really young and green, 
which means we make him do all of the work no one else wants to do (two words: Catfight II 
review). He actually owns a Subaru, which really says it all. 

We’re expecting a lot from our new staff members. After all, we've cloned them from the 


DNA of some of the finest people in the industry. 
—Steve Bauman, Editor 
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Blizzard unleashes Diablo II while LucasArts gets Grim at ECTS 97 


LONDON—A PAIR OF AMERICAN COMPANIES UPSTAGED THEIR 
hosts at ECTS 97. Europe’s biggest computer trade show, ECTS 97 was 
considerably larger than ECTS 96 (though still not as big as the 
Electronic Entertainment Expo), which isn’t surprising when you con- 
sider Europe’s expanding share of this global industry. According to the 
show’s statistics, Europe will account for $4.4 billion of the global elec- 
tronic games industry, which they estimate at $17 billion. They project 
a peak in the console market and a gradual increase in their share of 


the PC games industry—what was 
a $1 billion industry in 
1996 will have grown to 
$2.5 billion by 2002. 

While most of the titles 
shown were _ further-in- 
development builds of games 
first displayed at E3, there 
were a few all-new titles. 
LucasArts once again 
used an_ international 
audience to launch a 
new adventure game. 
Last year it was Curse 
of Monkey Island, this ™ 
year’s it’s Tim 
Schafer’s Grim Fandango. 
Set in a world inspired by 
both film noir and Mexican Folklore and set in and around the 
Dia De Los Meuertos (“Day of the Dead”) festival, it’s LucasArts first 
3D rendered adventure game. 

You control Manny Calavera, a travel agent in the Land of the Dead. 
As an employee of the Department of Death, it’s his job to pick up the 
living and set them on their four-year journey across the underworld. 
Unable to be promoted until he makes his quota, he finds someone’s 
been keeping him from getting the right clients. After stealing a prime 
prospect, in true noir fashion he sets in motion a chain of events that 
could threaten the destiny of his soul. 

Where previous LucasArts games used cel-based animation with 
occasional 3D artwork, Grim Fandango uses all 3D rendered back- 
grounds and char- 
acters. The visual 
look of the game is 
a hodgepodge of 


The sketches on this page conceptual 
designs from Diablo II 


styles, with the 
characters _ obvi- 
ously influenced 


by Tim Burton’s 
Nightmare Before 
Christmas and the 
hot-rods by Ed 
“Big Daddy” Roth 
(the man of a 
thousand pictures 
of bloodshot eye- 


They may be dead but they look fabulous in 
Grim Fandango 
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balls protruding 
from cars). 

With Schafer’s 
track record of wild- 
ly original games 
(Day of the Tentacle, 
Full Throttle), expect 
the unexpected with 
Grim Fandango. 

Overshadowing 
Leas Att Ss” 
announcement was 
Blizzard’s _ official 
announcement of 
Diablo II. A follow- 
up up to the best-selling game thus far of 1997, the big additions are five 
new character classes, expanded towns, multiple dungeons per town 
and increased multiplayer options. 

Players who long for those dark and dingy dungeons will find a lot to 
like in the sequel, as there will now be multiple (random) dungeons and 
crypts per town. For those interested in getting some sun, there will be 
four towns from which to begin exploration, each with their own wilder- 

ness areas. According to 

Blizzard’s Bill Roper, the latter 

feature is intended to, “Bring the 
Diablo experience outdoors.” 

The new character classes 
include three male and two 
female characters. Officially, 

Blizzard has only confirmed 

that there will be an Amazon 

fighter. Speculation on the 
Internet has centered on a 
Paladin, Monk, Cleric and a 
female Sorceress or Demon. 
There will be a much larger 
and more involving plot, and 
each character will have the chance to attempt different quests. The plot 
finds Tristam in ruins after Diablo returns to the mortal realm. As hope for 
salvation from Diablo’s wrath begins to fade, a new batch of heroes must 
be recruited to fight the bad guys and return him to Hell for good. Or at 
least until Diablo III. 

Depending on how you act throughout the game, i.e. not doing a 
quest, your relationship with an NPC may change; 
so certain aspects of the plot will be different 
from game-to-game. Of course there will be a 
number of new quests (more than 20), 
approximately 30 levels, monsters and spells 
to keep players busy. The artwork, which ,-’ 
was so distinctive in the original, is being — 
created this time by an entirely new team 
of artists. 

While the team from Blizzard North 


Death makes a point in Grim Fandango 
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is trying to keep the game sim- 
ple, they want to enhance the 
gameplay by forcing players to 
adopt new strategies for dealing 
with various monsters. Each 
class will have specific fighting 
techniques, and spells and skills 
at their disposal. 

battle.net will be enhanced to 
help stem the tide of cheaters. 
Each user will get a unique ID, 
allowing the server to store pro- 
files showing how often you kill 
other players. A ranking system 
will be in place, allowing some- 
one to be crowned the King or 
Queen of Diablo and an online 
trading post will be opened. 
Diablo II will also support up to 
eight human players in one party. 
Unfortunately, you will not be able 
to import characters from Diablo into the sequel. 

Psygnosis, which may be Europe’s popular developer, unveiled a new 
flight simulator. Developed by a group of ex-DID (EF2000) employees 
now calling themselves General Simulations Ltd., Wings of Destiny is a 
World War II flight sim that allows you to fly for the Axis or the Allies. 
The campaigns, of which there are four (50 total missions), are story- 
based rather than dynamic and are represented graphically in an old 
comic-book style, 
which is oddly 
appealing. 

The game will 
allow you to fly 
four _ different 
aircraft, the 
Messerschmidt 
109 and 262, P51 
Mustang and 
Spitfire. They’re 
promising accu- 
rate force-based 
flight models 
that change with 


How will flight-sim grognards 
react to comic book mission 
briefings? 


The in-cockpit view from Wings of Destiny 


Worms 2 


fuel loads and 
loadouts (when 
asked about the 
Mustang, they 
said yes, it will be 
difficult to get in 
the air). Each 
plane will have its 
own unique and 
free-scrolling 
cockpit developed 
from photographs 
of the actual 
planes (which is 
why they showed 
the game _ at 
London’s Imperial War Museum—they had an actual Spitfire on dis- 
play to compare their model to). 

The game will ship with native 3Dfx support via its Glide API and 
support 32-bit color (which isn’t supported by the current 3D accelera- 
tors, though some 2D cards can do it). Multiplayer options include sup- 
port for up to eight players over the usual DirectPlay protocols. There 
will be dogfights as well as squadron vs. squadron options. Wings of 
Destiny is scheduled for a March release. 

In the “Battle of the Bimbos” contest, Eidos came in a close second 


1 AR ys A TAT with their incredibly busy booth. 


Wings of Destiny has 3D accelerated graphics and 
is using realistic terrain data for the simulation 
environment 


In addition to a Lara Croft look- 
alike model, they imported some 
silicone- and _ steroid-enhanced 
folks to shill for their Fighting 
Force game (console-only, though 
a PC version has been shown—it 
may be released only in Europe). 
But they came in second to the 
biggest display of the show, 
Virgin’s “The Virg” booth, which 
raised the cheesiness factor of 
trade shows sky-high by having 
models walking around in see- 
through clothing. We'll be keeping 
a close eye on Eidos’ booth next 
year to see how they respond to 
Virgin’s challenge. —Steve Bauman 


MEET LARA IN PERSON 
STAND G58 
TUESBAY1.30 PM 


Meet the actual Lara Croft? Golly! 
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Diablo 


ECTS highlight-they ain't no fish bait rm 


M@ SURE, THEY MIGHT BE 

‘©, worms, but these fellas aren’t the ones 
you see in the gutter after a rain or dan- 

gling from a fishhook...No sir! These guys are 
instead armed and very, very dangerous—at 
least to each other, and in a very cute way. In 
the spirit of Lemmings, this turn-based strategy 
game (a sequel to Worms, a game largely 
ignored in the U.S. but wildly popular in 
Europe) puts you in charge of a squad of 


the enemy. 


diers (or even your worm-of-the- 
moment) can be taken out as easily as 


The game features more than 60 
weapons and, using a weapons editor, 
players can make new ones by combin- 
ing weapon types. Likewise, the worms 
themselves can be modified via the 
Worms Speech Editor—with a sound 
card and a microphone you could 


Blasting away at a worm named Diablo 


crawlers armed to the, errr, teeth (?) as they 
battle other slime squads across a variety of 
fanciful landscapes. While turn-based, all is not 
peaceful contemplation as the turns are timed 
(length is adjustable); in a turn you must 
maneuver one of your worms into position, tar- 
get, fire, and maybe hide (if you can)—just 
watch out where you’re aiming and what 
you’re shooting, because your fellow slime sol- 


make your team talk like former presidents or 
Charlie’s Angels. The high-res art has been given 
a cartoon-y look, which fits in with the whimsi- 
cal nature of the game; players can also cus- 
tomize levels via a “graffiti mode.” Up to 18 play- 
ers can play the game hotseat (that would be a 
hot seat, wouldn’t it?), and up to eight via LAN 
or Internet (or head-to-head over a modem). 
To give you an idea of this game series’ 


popularity in Europe, at the ECTS show in 
London, the Worms 2 display was the most 
popular one in their booth; people crowded 
around the game while titles such as 
MechCommander and Falcon 4 languished. 
North America will get a chance to see what 
all the fuss is about sometime this coming 
winter. —Scott Udell 
Worms 2 * MicroProse * Windows 95 
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DON’T SETTLE fora slice 
GR depot 
the whole*bloody cake. 


The battle begun with the best- 
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° New unit types ache siege 
mortars, horse artillery, cea 
and gunboats. 


¢ New terrain includes eer 
walls, swamps, water, major 
roads and coastline. 


° Head-to-head™ — 
play via modem, 
LAN, Internet — 
ande-mail. . | 

° Battle for FREE 
on Sierra’s | 
Internet gaming | 
system. . 
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Impressions @ S'®*®** 


Download the interactive demo at www.sterra.com 2 | 
© 1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to, Sierra On-Line, Inc., Bellevue, WA 98007. All es Reserved. 
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MARKED VIRGIN GAME 
PACKAGES FOR DETAILS. 


And Celebrate EMI-Capitol’s 100 
with the Sale of the Century-Going 
on at Record Stores Everywhere! 


| 
} 


F or Windows” 95 ? 


Arguably MiE-DESt: Restate eae of all time is now available for the pe | 
ae 2 ‘ {- | 
es ~~ PC in its original uincensore¢ entirety. It’s bloodier, aelic violent an ney 


a * 


| age 
contains all the grucsomgnnever-before seen footage that was. cut out | crew eh 


a OF the conisolet version. Part of you will want Ce) esa igisly” ie 


Baek ie i 
FOO ll a 


ry: teries that dwettwithin. Part of you wil wish you never. set foot inside: 


Las : 7 | | 
A 

NOW AVAILABLE FOR THE PC. | 
2 eee | 

~~ Visit Your Local Retailer:or Call: 

) : ! 


i 
: f 
7: 
‘ 


a www.vie. com) 
: re "Requires 6 one - the following 3D cards: Matrox Mystique? Diamorid Monster, - 
bs } mf | Orchid Righteous, Canopus 1 Total 3D, Creative 3D Blaster or. Intergraph Intense 
Se . = : d Ee : . 3 : : . . aS : | | 
: i Se, er ee ; poet eth 


a 


30 


» 
\ 


\ 


Men in Black 


Will, Tommy Lee and Linda camp on your PC 


\ 4 


THE MEN IN BLACK GAME 
license has been floating around for a 

long time. Well before the film was com- 
pleted, well before anyone knew it would be a 
sellout powerhouse, Gigawatt Studios had fallen 
in love with the idea of a Men in Black game- 
world. After a long, convoluted time of bounc- 
ing from plate to plate, the title finally ended up 
as a team effort of the developer Gigawatt, and 
The Design League, Gremlin and Sony, under 
the ultimate auspices of SouthPeak Interactive. 


This is an action/adventure—big 
emphasis on the action. Displayed in 
high-resolution throughout, the over 
200 backgrounds are pre-rendered, 
and 500-polygon, modeled characters 
are rendered in real-time. Once you 
complete an opening mission as the 
Will Smith movie character and 
become recruited as an agent of the 
Men in Black, you have the choice of 
playing the three remaining scenarios 
as any one of the main protagonists from the 
film: Cool and seasoned Agent K, a career Man in 
Black (played in the film by Tommy Lee Jones); 
savvy and street-wise Agent J, (played in the film 
by Will Smith), or Agent L, the former coroner 
who became the first MiB agent to require sepa- 
rate showers (played by Linda Fiorentino). The 
three combat styles are quite different, and a 
large arsenal will be available to all, in addition 
to the ol’ punch ‘n’ kick implements. 

An alien race is constructing a galaxy-scaled 
consciousness processor and is trying to turn the 
human race and its planet into one huge, organ- 
ic macrochip. Their ultimate weapon turns out 


Burnout 
Bethesda makes a game in io 


BETHESDA SOFTWORKS, 
creators of XCar, is teaming with Hot 
Rod Magazine to develop Burnout: 
Championship Drag Racing. Modeling the 
Sportsman Class of drag racing, Burnout is 
being developed as a simulation rather than 
an arcade game. It features what Bethesda 
claims is a “fully realistic, emptying and filling 
engine model” developed by a company called 
Motion Software, Inc. 
The game will ship with 20 different cars 


ranging from classics to late- 
models. As with XCar, there will 
be plenty of components for 
you to tune, and you'll be able 
to import actual dynamometer 
data from Motion Software’s 
Desktop Dyno software (for all 
of the gamers who own that 
product). Also included will be 
20 tracks modeled for altitude, 
weather and lane attributes. 
Bethesda’s Xngine sup- 
plies the 3D engine, 
meaning this game, like 
XCar, will support the 
3Dfx card, and multi- 
player will be supported over the 
Internet, LANs or modems. 

Director of development Brent 
Erickson said in a prepared statement, 
“There hasn’t been a drag racing game 
in almost 10 years, and racing enthusi- 
asts have been clamoring for one. We 
want Burnout to establish the stan- 
dard by which all drag racing sims are 
judged.” He went on to say, “Gamers 
will love the brute power and sheer 


You'll get multiple camera angles to view the action 
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Who’s the Fresh Prince now, punk? 


to be an Amazonian spore-bearing flower, which 
will mysteriously alter Jim and Spock until...er 
which will neutralize human life into matter 
suitable for computer processing. Look for a late 
November release. —Cindy Yans 

Men in Black * SouthPeak * Windows 95 


All the racing with none of the smell 


speed of drag racing. The hardcore racing sim 
fans will definitely appreciate the extents to 
which we’ve gone to produce a realistic simu- 
lation. Everyone will have a great time racing 
and building a career.” 

Burnout is scheduled for release in 
November at a price that, according to 
Bethesda, will “appeal to the masses.” 
—Steve Bauman 

Burnout: Championship Drag Racing °* 
Bethesda * DOS 
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This season, party with Leonard. . 
and Bubba theiredneck way, ‘Cause 
it jus’ ainit:the holidays without 
guns, booze; pork rinds and) some 
‘ butt ugly pig-Stealin| ANIENS | 
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Return Fire II 


All of the action, none of the thinking 


THE ORIGINAL RETURN 
Fire was a thoroughly enjoyable, albeit 

repetitive, brainless shoot ‘em up. It was a 
simple game— choose a vehicle, attack the 
enemy, capture their flag and bring it back to 
your base, all to the strains of classical music. 
There’s nothing quite like a bit of Wagner 


Your ‘copter launches a strike at the tank 


accompanying bloodshed.... 
Return Fire II won’t toy with 
the original formula too much. 
The big change, though, is that 
it takes the original’s overhead 
view into true 3D, with battles 
taking place over the usual 
assortment of desert, jun- 
gle, arctic and urban 
landscapes. As with the 
original game, you'll 
have multiple vehicles at 
your disposal, and it’s up to you to 
determine which one is right for the 
job. You can choose from the original’s 
helicopters, armored support vehicles 
and jeeps, or try some of the new air- 
craft carriers, PT boats and jump jets. 
The original Return Fire was a 
superb two-player game on the con- 
soles, but the PC version was rightly 
criticized for omitting traditional net- 


mance, 3Dfx is offering customers of Voodoo Rush-based accelerators a free exchange for a 
Voodoo Graphics board...Spector joins |ON Storm — Acclaimed producer Warren Spector 
has left Looking Glass and joined ION Storm. Spector is best known for producing games 


_ such as System Shock and Crusader: No Remorse while at Origin. In other news, Dominion, the upcoming real-time strategy game that Was 
being developed by 7th Level, has been acquired by ION Storm and renamed Dominion _ 
Storm... XvT meets 3D — LucasArts has released the long-awaited 3D patch for X-Wing vs. 


Sanitarium 


Who am |? Where am !|? 


YOU SLOWLY OPEN YOUR 
eyes. You touch your face, feeling ban- 
dages, which reassures you that your 
Mummy impersonation is in stellar form. But 
wait, this is neither a costume party, 
Halloween, nor homecoming at the anthro- 
pologic dig. You don’t know what you're 
doing here. You don’t know who you are. 
You don’t know the words to Happy 
Birthday. One thing you do know—you must 
leave this place. 
Sanitarium, developed by the folks at 
DreamForge Intertainment, is a mystery 


The clothesline maneuver -— a classic 
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it’s the same mindless action - only now it’s in 3D 


work or modem play, only allowing the same 
two player/split-screen multiplayer. Return 
Fire II, on the other hand, will offer 2-16 
player network play over the Internet, LAN 
and a modem. There will also be a simulated 
deathmatch game where you'll be able to bat- 
tle AI opponents. 

Return Fire II is scheduled for release in 
March of 1998. All together now...”Dum dum 
dum dum dum, dum dum dum dum dum, 
dum dum dum dum dum, dum dum dum 
dum...” —Steve Bauman 

Return Fire Il * MGM 
Windows 95 
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TIE Fighter. LucasArts says the patch works best with Voodoo-based accelerators... 


adventure in which the 
mystery is you. As you 
begin the game, you are 
faced with a direct sense 
of purpose—to find out 
what the hell is going on 
here. What you do not 
have are the tools to 
explore your situation, 
especially the most valu- 
able tool of all—informa- 
tion. As you gather some, 
bit by bit, the shards that 
would define 
your situation 
begin to reveal a 
pattern. The 
focus becomes 
clearer and clearer and it soon 
becomes apparent that even if you do 
put together the pieces that define 
you, there is something much greater 
at stake. 

The designers are trying to target 
what they feel is a neglected audi- 
ence: “players who thrive on games 
that are rich in atmosphere, games 
that encourage an emotional connec- 
tion to the central character.” 


Hmmm. Perhaps it’s best you don’t remember 


In three-quarter, third-person perspective, 
Sanitarium uses non-tile-based technology to 
provide a photo-realistic, 3D rendered envi- 
ronment, what they call an “invisible inter- 
face,” and a scene-driven, digital soundtrack. 

The next time you ponder self actualization, 
imagine what it might be like to know noth- 
ing, and expect to see a lot more about this 
title which is scheduled to find its own identi- 
ty late in 1998. —Cindy Yans 

Sanitarium * ASC Games * Windows 95 
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HE’S SMART 
HAS "A GREAT PKR 


ANVD KNOWS THAT THE 


SHE'S A TRAINED 
GOVERNMENT ASSASSIN 
WHOSE ONLY GOAL IS TO 

SILENCE YOU— PERMANENTLY. 
AND YOU’RE RUNNING OUT OF PLACES TO HIDE. 


THINK THE ONLY OPPONENTS WORTH FIGHTING ARE 
THOSE YOU MEET IN A DEATHMATCH? THINK AGAIN. 
WITH HALF-LIFE’S ADVANCED CHARACTER AI, YOU’LL 
BATTLE ENEMIES SO SMART, YOU'LL SWEAR THEY’ RE 
ALIVE. THEY’LL TAKE COVER, RECRUIT OTHERS AND 
WORK TOGETHER TO BRING YOU DOWN. 


AND THE REALISM DOESN’T STOP THERE. THINGS ACT, 
LOOK AND SOUND LIKE THEY DO IN THE REAL WORLD, 
WE COULD FILL YOUR HEAD WITH TERMS LIKE 16-BIT 
COLOR, FULL-SPECTRUM LIGHTING, DSP SOUND, AND 
SKELETAL ANIMATION. WHAT IT ALL MEANS TO YOU IS A 
GAME SO REAL, SO UNPREDICTABLE, $O ALIVE, YOU'LL 
SWEAR IT HAS A PULSE. ADD A 3D CARD AND YOUR OWN 
PULSE WILL RACE. CREATE CUSTOM LEVELS WITH WORLDCRAFT 
2.0 (INCLUDED). OF COURSE THERE ARE MULTIPLAYER 
OPTIONS— FOR UP TO 52 PLAYERS. BUT HOW MANY OF YOUR 


FRIENDS ARE AS BEAUTIFUL AS SHE IS, 
OR AS DEADLY? 


PLAY THE DEMO @ www.sierra.com/half-lfe 
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THE CRITICS AGREE 


“MicroProse’s game offers weeks 
to months of gameplay.” 
Computer Gaming Worid, June '97 


Kak 


“Magic: The Gathering is just what 
_ the Samite Healer ordered.” 
Computer Games Strategy Plus, June '97 
oo tek , 


“Magic: The Gathering is a near-perfect 
translation of the card game.” 
PC Magazine, June '97 
tok tok 


_ “| .Aard—core gamers will 
appreciate the flexibility offered in 
he computer version.” 
Newsweek, April '97 
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Magic 


formerly known as 


The cursed game 
While superheroes and computers 
seem like an obvious marriage, other 
such projects have either flopped or 
never even see the light of gamers’ 
screens. The most infamous “super- 
vaporware’” is the computer conver- 
sion of Champions, and Bullfrog’s The 
Indestructables ranks up there as well 
(although the rumor mill indicates it 
may not be as dead as it appears): 
the only games to actually come out 
have been arcade fighting games. 
When asked about the “curse” and 
what he thought about it, SimTex’ 
Steve Barcia, Guardians’ designer, 
says “Obviously America likes super- 
heroes (| don’t know about the rest 
of the world, but America does). It’s 
beyond just reading comic books, it’s 
taking comic books and putting 
them into a computer game. | think 
we like the idea of superheroes, and 
that’s really more what we 
[MicroProse] are shooting for as 
opposed to being real true to comic 
books—that is just background but 
not the objective.” 

Under development for two and a 
half years, the game’s design has 
been pretty much locked in place 
from the start, with only some 
tweaking (reduction in the number 
of heroes, for example) and a few 
mid-development improvements 
(the game was shifted to 16-bit color 
artwork). Set about 100 years in the 
future, the storyline is pretty stan- 
dard superhero fare; says Barcia 
“Superheroes are starting to pop up, 
both villains and heroes. As an orga- 
nization you're trying to recruit the 
heroes and coordinate them in order 
to fight in battle with three organiza- 
tions before they destroy the world 
in their own fashion.” 


Save the world 
three times over 
The organizations you face—the 
Tech Lords, the Claw, and the 
Shadowyn—each form a global 
threat you must deal with. While 
they never join forces, they work 
towards their goals simultaneously. 
It's your job to gather a force for 
Good to combat the world-wide 
activities of the three organizations. 
Like you, these evil doers start rela- 
tively small, and have to build 
towards their ultimate goal of 
destruction (what Barcia calls “apoc- 
alyptic missions”) by first gathering 
resources and power-through-ter- 
ror. You'll have to fight through 
approximately 45 missions in a cam- 
paign game (at 15 to 30 minutes a 
mission) to defeat the bad guys; 
while you could theoretically take 
an organization out early on, it 


would take deft handling of small 
numbers of weak heroes to do so, 
so it’s more likely that you'll end up 
meeting strong Super Villains (the 
evil equivalent to your heroes— 
unlike evil Mercs and Minions, they 
increase in power over time) and 
each organization’s Arch Villain. 

While you can encounter organi- 
zations the world around, they gen- 
erally make mischief in their own 
geographical areas (a consideration 
when you place your base and start 
assembling your force). Says Barcia, 
“The Tech Lords [North Americal], are 
heavily armored, robotic; the 
Shadowyn [Asia] are like ninja magi- 
cians, they have black magic and are 
like the Yakuza would be; and then 
the Claw [Europe] are mutants— 
they have a spread of powers and 
are beast-like, genetically engi- 
neered.” Each organization shares a 
base set of bad guys in the form of 
Mercs (although the Mercs of a par- 
ticular organization will reflect the 
specific powers of that organiza- 
tion), then moves up to custom 
Minions and the aforementioned 
Super Villains and Arch Villains. 
Because the organizations have spe- 
cific evil tendencies and powers 
(while they share some superhero 
powers, they have some of their 
own, too), it'll be up to you to create 
a team that can deal with them all 
(matching powers to powers is a big 
part of the game, according to 
Barcia. He says “imagine rock-paper- 
scissors Carried to the extreme’). 

At the strategic level it’s your job 
to plop down a base and start 


[top to bottom] 


Vehicles in the game include civilian and 
police cars, APCs, and more 


Inside a bank Scarlet takes down the evil 
doers. ..of course, the bank’s owners won't 
be too happy at the destruction she’s 
wrought 


Quake delivers a pounding to a Merc 


xen 
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DIVE INTO SUB CULTURE AND 


SUBMERGE YOURSELF IN A STUNNING 3D 


UNDERWATER WORLD WHERE SCHEMING PIRATES, 


GSIANT, SEA CREATLRES, AND WARRING FACTIONS 


THREATEN YOUR MINIATURE SUBMARINE. CAN YOU DISCOVER 


THE CAUSE OF YOUR HOME’S DESTRUCTION? 
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Scarlet. after taking out the bumpkins out- 
side, arranges entry into the building 


Some of the boys and girls gather fora 
group shot before the fun begins 


A Mystical character, Scarab may develop powers 

__ of the mind for both attack (Metal Blast, Mind Control, 
Telekinesis) and defense (Deflection, Force Field). She 
may Fly against foes or Teleport into their midst, but — 


she is the only hero with the power of Healing. 


- however, tend towards the more magical, be they 
attacks (Energy Blast, Sorcery) or her special power — 
(Cosmic Force). As with Scarab she can Fly or T eleport, : 


: armor (not much armor f 
bright scraps of cloth”). — i 

_ Andromeda combines skills of Mandtehand — 

a Physics to deliver her Flash attack. With only Armor for 

: defense, she'll have to use her many | movement as 

: ete oe, Avia Su le n 


He otection i in those “few 


~ combined v with his wide an of pomniial attacks 
a __ (EB (Fire, Laser, Blaster|, Entangle, Flash, Projectile 
VAutomatic, ii —— to make him a eee offen- 


moving at Super Speed; Enhanced Vision and 
ig cl i do hurt either. 
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unless you've chosen to develop her Awareness skills - 
: this may be dangerous. If you expect to go on partic- : 
ularly dangerous missions, she may bea necessity, as. 


Like Scarab, Scarlet relies on Mysticism. Her powers, 


d defends herself via a Force Field instead of heavy : 


. attacks can be aided by levels of jronihteabiieg and by : 


recruiting superheroes. In the vein of 
X-COM, you'll spend about 10-15% of 
your game time at this level, but it 
will be very important game time. 
You'll use the fame you garner by 
successfully completing missions to 
attract new heroes (up to six in the 
campaign game; see below) and 
improve your base. Your base starts 
out as a bare-bones facility barely 
able to support your team, but can 
be improved with new or expanded 
structures. Take a bare-bones gym 
and pump it up into a high-tech 
“danger room,” or gradually turn 
your basic hospital into a super-facil- 
ity that can clone dead heroes. 

You'll have a War Computer which 
allows you to track evil activity; early 
on the information it can gather is 
minimal, and you may not even learn 
of some missions. “Ops” skills can 
help you learn inside details of 
upcoming activities, and eventually 
will grow good enough to allow you 
to hand-off low-threat missions to 
the police and armed forces of the 
threatened regions (in other words, 
as you're building up for the big 
fights you won't have to be both- 
ered by all the little bank robberies). 
As you grow in power, you'll find out 
more and more about missions 
pending or current. There will 
inevitably be more missions than 
you can handle; judging what's most 
important will be one of your 
biggest tasks. 


Just how do you 
fight without 
falling out of 
that suit? 


While the story and gameplay may 
be interesting, one of the biggest 
draws of Guardians is its heroes and 
the ability it gives players to tweak 
them. The game currently sports ten 
heroes (and one surprise); while it 
originally had some 18 heroes, this 
count was reduced so that each 
hero would be quite distinct from all 
the others (see Table 1 for a sample 
list of heroes; these are ones 
MicroProse is certain will be in the 
game). While you can tweak the 
powers of a hero, their body forms 
and appearances are not customiz- 
able. This is largely due to graphics 
constraints; says Barcia, “We just 
have way too many animations; at 
one time we were up 750,000 
frames of [character] animation. We 
had to trim that to fit on one CD; | 
think we’re now around 400,000." 
He does say that they are consider- 
ing tinting the characters for the 
head-to-head “Battle Royale” mode, 
but this is by no means a certainty. 
Other than the special hidden 


character, heroes are not fully cus- 
tomizable, largely because of play 
balancing—you wouldn't want 
everyone developing a superhero 
tank-rush by making multiple copies 
of the very best possible combina- 
tion of traits. 

“Basically, the characters are what 
we call ‘templated,’ says Barcia. “We 
have about 70 powers [see Table 2] 
in the game right now, and each 
character has a unique mix of these 
powers, including movement, 
defense, attack, and special. We have 
tried to template all the characters 
so they each have a theme. There is 
variety; each character has to choose 
from between eight to twelve pow- 
ers. You don’t have to buy all of 
them; you can buy any one that you 
want [from within the template]—it 
represents the theme of the charac- 
ter and the type of character that 
you can make. 

“We have defaults on the charac- 
ters already. If you want to, you can 
chose that character as-is and run 
with it; otherwise you can also 
choose to customize the character. 
If you go like ‘Oh, no, | wanted her 
to have this power instead, or | 
wanted her to have more of this 
than she has, | like this better,’ it’s 
up to you; you can scrap everything 
that she has and then, within the 
boundaries of the character's tem- 
plate, define the character in the 
form that you wish.” 


Down ‘n° dirty 

Once you've got a team started and 
have found an appropriate mission, 
it's time to rumble. Use your base’s 
transportation assets (at the start a 
relatively slow plane, but eventually 
teleporters) to move to the mission 
site (you may wish to leave some 
heroes at home to guard the base). 
The game sports a variety of mis- 
sion types and locales. The bulk of 
the missions generated will be 
what the Guardians team calls 
“resource improvement” —the evil 
Organizations are out to improve 
their resources through activities 
such as bank robberies, raids on 
military facilities and secret installa- 
tions, and so forth. Other missions 
include kidnappings, jail breaks, 
base assaults (you hit theirs or they 
might invade yours), assassinations, 
frame attempts (where your heroes 
get framed for evil deeds), decoy 
missions, and “deathtrap” ambush- 
es; in all, there will be over 60 sepa- 
rate mission types. Missions have 
six threat levels ranging from rou- 
tine to critical; the higher the 
threat, the higher the probable dif- 
ficulty, importance, and rewards (if 


Some very CIV-il projects 

While MicroProse won't admit to any specific plans for a 
Civilization Ill or a Master of Magic Il, there are some projects 
underway for additions to the Civilization family. Already 
announced is the Civilization II “Fantastic Worlds” pack, a set of fan- 
tasy sci-fi scenarios (including Mars and Atlantis) and the 
Civilization Il Construction Set. Not previously discussed but cur- 
rently underway (at both the Austin and Hunt Valley studios) is a 
project nicknamed Civilivation 2.5. Basically, this project is looking 
at ways to add multiplayer to Civilization II in some form; whether 
this ends up being CivNet // or not is uncertain. MicroProse did say 
that the project will also be a test-bed for future activities, which 
is another indication that there will be a Civilization Ill or Master of 


Magic Il somewhere down the road. 


No, it’s not Civ I's hidden dinosaur level; instead, 


it’s a whole new Civ world 


you win) or penalties (if you fail, or 
if you pass on the mission). 
Missions are turn-based, “I-go, you 
go,” although, as in other games 
of this genre, left-over action 
points may be used by both 
heroes and villains during their 
opponent’s turn. 

While much of the terrain has an 
urban feel, there are a variety of 
other terrain types as well (some- 
times with cities or structures on 
top): tundra, jungle, temperate, 
even a volcano. Maps are, as in X- 


Energy Blast 
Entangle 
Flash 

Grab 

Hand Weapon 
Mental Blast 
Mind Control 
Poison 
Projectile 
Sorcery 
Telekinesis 


Channel energy attacks 
Additional protection from physical and energy attacks 
Mechanical appendages and/or electronic implants, they reduce the effects of stun and make the character immune from mental powers 


COM, isometric and semi-random; 
for example, while one bank rob- 
bery mission may have a different 
layout from another, you can be 
sure there will be a bank in there 
somewhere. Unlike X-COM, the 
maps can be rotated, so you'll never 
have trouble tracking the action. 
Buildings can take damage and be 
destroyed; while fun to watch, such 
destruction also has gameplay 
repercussions: collapse a roof, and 
any enemies on it will fall down and 
take damage or be killed, as will any 


Note: While this istise actin it’s not complete; there are soe bono tn the list, and some may d i C 


A group of attack powers (fire blast ice abe tigetnie, laser, and blaster) with their own effects, each does « ‘ 
Binds an opponent, immobilizing him or her until he or she breaks free; good when a capture is required 
Creates a blinding white flash that temporarily reduces a target's visual capabilities 

Something all characters can do, it’s similar to entangle | but has no range 

Any type of melee weapon or special body part that can act as one 
A direct attack on an opponent's psyche; characters with cybernetics are immune 
Attempt to directly control the action of othe haracters with cybernetics are immune 
Character shoots globules of poison 
Anything that can be thrown or fired, this class of attack objects do physical damage 
Allows character to cast a spell that mimics the effects of any of several powers or skills 
Allows hero to grab an opponent or object from a distance and throw it 


3 


and awareness detection 


Allows | hero to — aorcoupoel and t pass sf cane’ 
Hero moves very fast (gives hero more action points) 
Character instantly moves from one location to another 


oe draw energy from th 
__ force wall, light, luck, and regeneratio 


_Deflect any ranged, non-area physical or energy attack 
Additional protection from physical and energy attacks 
~ Blurs a hero, making him or her harder to see 

| Roca a hero to ignore the painful effects of a wound 


ganisms within three squares) . 
. Hero activates, but instead of a range the bomb has a tit 


civilians and heroes underneath. 
Cause too much damage in a sce- 
nario and you'll take a hit to your 
fame level, so watch where you 
throw those bad guys. 


Supertriends or 
superfoes? 

While the core of gameplay revolves 
around the solo-player campaign, multi- 
player hasn't been forgotten. Up to six 
gamers can join together for coopera- 
tive campaign play, or two players can 
go head-to-head in the Battle Royale 
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: "Special Powers 
ay 
Enhanced Vision 
Force Wall 
Healing 
bgt. 
‘tok 


: Regeneration 


"Table a Sport Powers, Skills, and Power Masteries (continued) 


Allows character to add mass without increasing in size 

Improves a character's visual capabilities 

A 5x5x5 wall of force that blocks movement and most attacks 
Allows hero to heal stun damage and recover spent endurance 
Light brightens a target area, eliminating darkness penalties there 
Protects a hero favorably—but randomly—in ail dice rolls 

Allows a hero to heal automatically, even when unconscious 


: Skills 


Killing 
Line Effect 

Multi Strike 

No Range Penalties 
Piercing 

Stunning 

Vampiric 


mode. In cooperative play, each player 
takes on the role of a single superhero. 
The initiator of the game becomes the 
team leader, and is responsible for man- 
aging strategic activities (although a 
chat mode allows input from all players) 
and choosing the missions. While there 
is no option for players to fight a single, 
random battle, the multiplayer cam- 
paigns will be shorter (maybe 15-20 mis- 
sion). Play will be balanced, so if you 
start with six players (heroes), they won't 
be facing the missions a solo player 
(who starts with one hero) does; also, 
they are considering adding the option 
to start multiplayer games further into 
the campaign, so gamers don't have to 
go through a lot of character build-up. 
Battle Royale pits two superhero 
teams against each other. Players 
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can either import existing teams 
from single player games or, using 
agreed upon point levels, build up 
new teams. From there the teams 
are moved to a fighting field where 
they can duke it out. 

At no point in Guardians do you 
take on the role of the villains 
(although MicroProse is considering a 
follow-on product that is described as 

darker”). Instead of blood and death, 
Barcia and his team are aiming to 
recreate the feel of classic super- 
heroes: bright environments and ter- 


rible threats where, if you do your job, 


good prevails over evil and the vil- 
lains are brought low. —Scott Udell 

For more from Steve Barcia, see the 
full interview on CG Online at 
www.cdmag.com. 


Character can tumble and dodge attacks as well as recover quickly from them 
Allows character to gain knowledge of Claw activities; requires skill in biochemistry and mutagenic processes 
Improve’s characters melee attack and defensive ability against adjacent enemies 
Allows character to gain knowledge of Shadowyn activities; also gives knowledge of the location and use of magical artifacts and basic : 
understanding of several spell casting disciplines 
_ More accuracy in attacks 
Allows character to gain knowledge of Tech Lord Activities; also gives knowledge of cybernetics, Al theory, and programing 
(only available to your opponents) 
Steals a hero’s power 
_ Half normal energy attack damage, there is no defense; also, heroes hit with it must automatically recuperate in the hospital | 
_ Allows villains to assume the guise of agents, civilians, police, etc.; will revert to true form when they attack 
_ An attack that puts targeted hero in a stasis bubble, effectively removing him or her from the game for a period of time | 
Turns a character to stone for a period of time measured in one day per point of the attack that exceeds the hero's defense level 
| (lets you modify attacks in some special fashion.at expense of reduced effectiveness or increased cost) EH 
Fires off 3 shots per level of autofire 
Energy attack envelopes enemy and continues to do damage until enemy unconscious or attack dissipates 
| ower hits a square and explodes i in a 3-square-per-explosion-level radius 
Doubles the damage for purposes of calculating effective knock back 
ttack inflicts the maximum amount of damage 
Base 100% chance to hit; only range modifiers apply 
Attempt to hit squares (not enemies) not in line-of-sight of character 
Increases the deadliness of an attack, tripling all body damage that penetrates an opponent's armor 
Directs a power attack in a channel that extends 10 squares from a hero 
Attacks all appropriate targets within attacker's line-of-site, with attacks resolved separately 
Attack suffers no range modification penalties 
The target automatically takes body damage equal to the level of the attack (in addition to normal damage) — 
Triples all stun damage done to a target 
One half of all damage inflicted on an enemy is transferred back to the attacker as healing 


Battles tend to be more “up close and 
personal” than in games like X-COM 
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rUGHT UNLIMITED II 15 30 REAL...IT'S UNREAL. 


Man the cockpit of the legendary DeHaviland Beaver Battle torrential rains and heavy crosswinds. Fly through the 
Seaplane and experience something you can't with any other most hazardous, realistic weather conditions. 
flight sim—tland on water. 
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Test your skills attempting to evade a pair of F-16s that are Take off and land from any one of 48 different Bay Area 
trying to blast your butt out of restricted airspace. airports. 


Flight Unlimited Il immerses you in the 
Sheer thrill of flying like nothing you've 
ever experienced. Pull mind-bending G’s in 
your quicksilver P51-D Mustang. Play chicken 
with F-16s. Get on the horn with Air Traffic 
Control as you pick your way through skies 
filled with aircraft. Hurtle under the Golden 
Gate Bridge and around the TransAmerica 
tower. With Flight Unlimited II, you're not 
just flying, you're really flying. 
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The New Landscape Of War 


_ The word is spreading across the map. 
TOTAL ANNIHILATION is poised to redefine 
real-time strategy gaming. | 


«a lock to become the new king of | 


real-time strategy games...” 
~COMPUTER GAME. ENTERTAINMENT 


«the level of detail is astounding... 


it'll be the envy of every kid on the block...” 
-PC GAMER ~ 


“true 3D engine lifts the game 
into new territory...” 
-COMPUTER GAMES STRATEGY PLUS 


“... TOTAL ANNIHILATION has the 


potential to do for real-time strategy what 


QUAKE did for first-person shooters ...” 
-COMPUTER & NET PLAYER 


AVAILABLE NOW! 
Total Annihilation strategy guide from GW Press. 


COMING SOON! 
Total Annihilation Add-On Pack featuring 


all-new maps, missions, and units. 
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3-D terrain as 


st attack 


50 missions, over 150 units including a 
full host of land, sea, and air forces. 
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enemy fron a : 
# high ground. | Tank battalions that 


\ respond to real 3-D terrain. 


Blast opposing forces into 
smoking 3-D segments. 


Devastating 
amphibious assaults. 


Extensive multiplayer 
and internet support. 
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The City of Angels 


goes Co mel ae 


Westwoods @ 
adaptation of 
the classic 
movie 


Early in the 21st Century, 
the Tyrell Corporation 
advanced Robot evolu- 
tion into the Nexus 


phase—a being virtually 
_ jdentical to a human— 


known as a Replicant. 

The Nexus 6 
Replicants were superior 
Tame cele ianelalemelel iia’, 
and at least equal in 
intelligence, to the 
genetic engineers who 
created them. 

Replicants were used 
off-world as slave labor, 
in the hazardous explo- 
eluolanelare mae) (e)g)rde lacey 
of other planets. 


Aftera bloody mutiny 


by a Nexus 6 combat 
relamlamelameyinaiUedelel 
colony, Replicants were 
declared illegal on 
earth—under penalty 
of death. 

Special police 
squads—Blade Runner 
Units—had orders to 
shoot to kill, upon detec- 
tion, any trespassing 
Replicant. 

This was not called 
execution. 

It was called retire- 
aglagie 
Los Angeles - 
November, 2019 
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[above] The cut scenes are 


beautifully rendered throughout 


[right ] Some of the sets created 
for the game feature an artedeco 
look and feel 


[below] The closeup dialogs 
feature some of the best rene 
dered talking heads seen in a game 


o began Ridley 
Scott’s ground- 
breaking 1992 


sci-fi noir film Blade 
Runner. The opening 
scenes, a pan over Los 
Angeles, set the tone for 
what has become the 
most influential science- 
fiction film of the 1980s, 
if not of all time. After 
many years of people rip- 
ping off its nightmarish 
vision of a sordid future, 


* Westwood Studios ¢ 


someone has finally 
decided to license the 
real deal for an adven- 
ture game. 

That game, Blade 
Runner, unites the talents 
at Westwood Studios 
with The Blade Runner 
Partnership. Westwood is 
painstakingly recreating 
all of the sets from the 
movie in 3D (with con- 
sultation from the origi- 
nal movie's “futurist” Syd 
Mead), and they've even 
reunited some of the - 


original cast members to 
recreate their voice roles 
(alas, no Harrison Ford). 
Ostensibly an adventure 
game, Westwood is tout- 
ing a number of techno- 
logical innovations, 
which upon further 
inspection really aren't 
very new; visually, how- 
ever, there’s no competi- 
tion out there for Blade 
Runner the game. 


The movie 

When the movie was 
released in 1982, it 
received a lukewarm crit- 
ical reception. While 
praised for its look (The 
New Yorker's Pauline Kael 
said in her review, “A 
visionary sci-fi movie that 
has its own look can't be 
ignored: it has its place in 
film history...”), the near 
consensus was that the 
movie was undone by a 
weak script and story. 
Leonard Maltin said, “It’s 
defeated by a muddled 
script and main charac- 
ters with no appeal what- 
soever” while Roger 
Ebert said, “It looks fabu- 
lous... but it is thin in its 
human story.” 

Oddly enough, it’s just 
that emphasis on visual 
qualities over storytelling 
that makes Blade Runner 
an obvious choice for a 
computer game and 
Westwood, with a reputa- 
tion for cutting-edge renz 
dered visuals, is the per- 
fect developer. . 


It's gorgeous 


The game is rendered in 


ee Stunning 24-bit color. 


Many of the screens are 
static, but Westwood 
claims that rendered - 
movement between 
screens, which stays full- 
screen, will run 15 
frames-per-second on a 
133MHz Pentium witha 
quad-speed CD-ROM. 
Each character in the 
environment is modeled 
with 15,000-40,000 flat- 
shaded polygons,eacha | 
pixel in size. Commonly 
known as “voxels,” this 
technology is also b 


__used by Sierra's upc 


ing Quest for Glory V as 
well as a number of other 
games (it produces more 
realistic looking human 
figures than the currently 
fashionable texture- 
mapped polygonal fig- 
ures). Bi-linear interpola- 
tion of the polygons is 
used to smooth the 
motion-captured anima- 
tion, and each character 
can be influenced by up 
to five light sources at 
each pixel. They're also z- 
buffered in each scene 
(for proper scaling), and 
are able to move in and 
out of fog. All in all, they 
look fabulous, though 
they still don’t blend into 
the lush backgrounds 
particularly well. 


Realetime adventure? 


According to Louis 


Castle, co-founder of 
Westwood Studios and 
both the technical and 
art director for the game, 
“When we started the 
Blade Runner project, we 
knew that [maintaining 
the] film's atmosphere 
was imperative, so we 
spent a lot of time ana- 
lyzing what made the 
film great. Obviously the 
AD [art direction] was 
part of it, but a lot of the 
tension that [director] 
Ridley Scott generated 


was incredible. So we set 
out to create a new 
experience, a real-time 
adventure game. Blade 
Runner is to an adven- 
ture game what 
Command & Conquer is 


to a war game.” 

Calling it a real-time 
adventure is a shrewd 
attempt to tie-in the 
game to both the mega- 
popular real-time strategy 


genre and distance itself 
from the somewhat mori 
bund adventure genre 
What it really means Is 
that the game runs in 
real-time, with characters 
wandering in and out of 
scenes, each with their 
own agenda and goals. 
You control Ray 
McCoy, a Blade Runner 
who's hunting down 
rogue Replicants at the 
same time as Deckard, 
the movie's main charac 
ter (played by Harrison 
Ford). You're part of the 
film as it unfolds without 
having to play the exact 
same role as the film 
(which would eliminate 
any of the suspense of 
determining who’s a 
Replicant). During the 
course of the game, you 
will even have the oppor- 
tunity to become a sym- 
pathizer and help the 
Replicants track down 
the DNA data that will 
extend their life span. 


It's a simulation? 


Castle also describes the 
game as a simulator. It 
tracks over 100 charac- 
ters, 70 of which are of 
the mobile variety. These 
characters use a data- 
base of information to 
determine their actions, 
so they react to what 
you're doing. 

The big news about 
the game engine, 
though, is the fact that it 
randomizes the identity 
of the Replicants and all 
of the clues used to dis- 
cover them. These clues 
are stored in your own 
database of informa- 
tion—there’s no need to 
take notes. Also eliminat- 
ed is every adventurer’s 
best friend, an invento- 
ry—it’s all taken care of 
for you. Objects will be 
used automatically when 
needed. As Castle says, 


“We took the standard 
adventure game and 
made it easier to play.” 
Mechanically, the 
game is simple, with its 
smart cursor and auto- 
inventory. A lot of the 


clues in the game will 
come via photographs of 
various scenes, and like 
the movie, you'll use a 
machine to zoom in and 
analyze every smail detail. 
Arcade segments will be 
included, and they consist 
of targeting things with 
the mouse and clicking 
Westwood is promis 
ing over 20 hours of 
gameplay per game 


Replayable adventures 


What many gamers dis 
like about adventure 
games is their lack of 
replayability—fans of the 
genre accept this limita- 
tion in order to savor 
advanced storytelling 
and puzzle solving. By 
randomizing the 
Replicants, Blade Runner 
is attempting to address 
the replayability issue, 
but others have made 
the effort and ultimately 
failed. How many people 
played The Pandora 
Directive six or seven 
times in order to experi- 
ence all of the twists and 
turns of its story? 

What usually derails 


[above] The game 
does a fabulous job 
at reproducing the 
grimy neon?glow of 


the film = 


[left] The SPER 
device is used to 
analyze photos 
graphics 


[right] The chare 
acters look good 
fromjust about any 
distance 


replayability is a reliance 
on the same gameplay 
mechanics in each game, 
as well as the problem of 
repetitive dialogs with 
gameworld characters 
(you can only record so 
much dialog). Will analyz 
ing different photos over 
and over be as appealing 
as re-playing a level of 
Command & Conquer? 
Can it truly feel like an 
entirely new game? Does 
any game really feel new 
every time you play it? 
Those questions will 
be answered in 
November when the 
game’s supposed to be 
released, The product has 
a lot to live up to—the 
near-mythical status of 
the film and Westwood’s 
past reputation for quali- 
ty products is a lethal 
combination. If it’s able 
to replicate the feeling of 
dread and decay that the 
film conveyed so well, it 
could be a fascinating 
product. —Steve Bauman 
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Mutants, Psychos, Cultists and Punks 
are converging on you from every- 
where; above, below, behind, in front. 
You definitely haven't been here before. 
Top-down views don't just change the 
way the game looks, they change the 
way 3D action games play. You'll no 
longer be blindly running into doom, 
but mercilessly causing it from every 
conceivable angle. 


Blow away enemies on the catwalk 
above or on the ground below. Grab 
some homicidal friends and cooperative 
multiplayer games can actually be just 
that—cooperative. With some skill, you 
might survive this post-apocalyptic 
hell on earth. But watch your back 
because death is all around you. 


Now available for Windows? 95. 
Download demo at 
www.takenoprisoners.com 
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Creators of Hexen™ 
6 unique multiplayer games for 
up to 8 players, including Assassin, 
Arsenal and Stockpile. 
22 twisted enemies, each with 
unique combat behavior, 
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The flick of a switch opens this spiral staircase 
f you are familiar with the world of fine art, you have probably come across the 
work of Gil Bruvel. Some go so far as to call him one of the Living Masters of the 
art world. His work reflects his ardent quest to observe nature and probe 
beyond its apparent reality. Not wanting to embrace surrealism as we perceive 
it, he prefers to call his style “visionary,” reflecting a clear conscious state of 
mind. Whatever you want to call it, most call it breathtaking, and now his magic 
has migrated from the tangible to the electronic in Interplay’s upcoming adven- 
ture, Of Light and Darkness - The Prophecy. 

David Riordan, director of the project through Interplay’s Tribal Dreams divi- 
sion, indicates that the inception of this game was a bit out of the norm. In most 
cases, a game concept exists and artists build a world around it. Here, Interplay’s 
Brian Fargo had an “art world,” left over from a previous concept, and, said 
Riordan (a longtime fan of Gil Bruvel), “| took a look at it and said, ‘Wow, what's 
this?’ and Brian said, ‘Well, it’s nothing. That’s the problem.’ So he wanted to 
build a game based upon that.” With the expertise of designer Cliff Johnson (The 
Fools Errand — one of the niftiest puzzle games ever created), scriptwriter Ken 
Melville, 3Di technician Eric Whelpley and their talented team, the artworld 
became a gameworld in one of the most bizarre adventures you're likely to see 
next year. 

The artwork is nothing short of remarkable and it is hence surprising that they decid- 
ed to go with a 256 color palette, as their compression algorithms work best this way. 
No matter. 256 colors have rarely seemed so rich, and the game moves like gang- 
busters, even on non-godlike machines. 
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Light and darkness, the classical symbols of conflict, of good and evil, are here repre- 
sented by two forces. On the lighter side we have Las Vegas showgirl, Angel Gemini. 
One night, in the middle of her show at Club Raptura (wedged in between the Wayne 
Newton look-alike contest and the Flying Elvi), Angel has illusions of an upcoming 
apocalypse. Whether inspired by the end of the world as we know it, or visions of the 
soon inevitable tricks that gravity plays on a showgirl’s wares, Angel announces her 
final appearance. While speaking to the crowd about the apocalyptic crisis, she is shot 
and falls backward. Not wanting to believe her dead, her followers preserve her body in 
a cryogenic chamber. If she can be redeemed in a place she called the Village of the 
Seven Catastrophes, people believe that she will return to her body, save herself and 
the world as well. 

On the dark side, we have HOB, known by the bureau of census as Gar Hoff. Born 
into power and wealth in the late 980s somewhere in eastern Europe, Hoff showed 
great artistic potential. When his crazed adolescent hormones led him to create racy 
portraits of the young women at court, he was sent by his parents to a school for way- 
ward painters, where he was savagely abused by monks. Seven years later, the school 
explodes, and his parents are found brutally murdered. Circumstantial? Sure, but 
nonetheless he was banished to live in a cave in the woods where he led a tortured 
existence, painting ever more deranged visions on the walls. Townspeople disappear 
and in a final debacle, the cave collapses, killing Hoff and many villagers who have 
been driven mad by his paintings. The cave is sealed forever. The Master selects Gar 
Hoff to be Master of the Dark Lord of the Seventh Millennium, changing his name to 
Diabolos Asmodeus Beelzebub, diminutively HOB, who aligns himself with apparitions 
of past sinners to serve him. 


__Yo, MF’er 
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Another important influence in the game is the new media band that calls itself the 
Millennium Fake Brothers (MF’ers). The band appears on the scene in a small meteor 
that crashes to earth near Vegas, coincidentally around the same time as Angel’s 
announcement at Club Raptura. The members brought with them Mystic Devices 
intended to benefit mankind. Being the hapless lunatics they are, they irreverently 
wasted the Devices, allowing HOB’s apparitions to steal them, and begin using them to 
prepare seven apocalyptic catastrophes that will endanger mankind. HOB then kidnaps 
Angel's essence, imprisoning her on his Isle of Darkness. 
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Of Light and Darkness 


Visions of Angel in paint come to haunt you 


Note the pale apparition 
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This room offers clues as to the identity of Lali folasl—Mfolot_Malol ial Mel-lotelanl_-MolslelavMel0(-Mi-1] 
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This is where you come in. You must stop the seven catastrophes from taking place, 
find a way to the Dark Lord's Isle of Darkness and rescue Angel and the rest of the Era 
world. “But how? How?” you shout. Well, buy the game and find out. Oh, all ale |alemn cele) 
solve the catastrophes by redeeming all of the apparitions in the game, after which 
you,will encounter three Dark Lords and a two pairs of twins — the Wrath twins and 
als) ol -lalelaalalicalVict 1m auuiarm Ce lolaM a (ole) aicolm cat -aamelamBlolll ol lealinimeelaslaatirarl Real ste 
are all guaranteed to make your life truly miserable in what they're ake) o}iare mV iim elem 
fun sort of way. 


Central to the gameplay is dealing with the highest Dark Lord's recruits ~ the historical 
apparitions. As you are placed into the Village of the Seven Catastrophes, Niele] (-mi-le-r6| 
with the spirits of the dead. These spirits are delivered to this world in batches, on fexere) is 
fo) Rafe) fo} «Tol (ela om =-[eaNeolal-Me)meal-laaWar-ceaolaalanliacceh-Mal-laleltMegiaals ol aTale male) alata lice 
time, and each crime may be attributed to their having committed one of the seven 
deadly sins (Gluttony, Lust, Greed, Envy, Anger, Sloth and Pride, as anyone who has gone 
to a Christian parochial school might be able to tell you). As you meet them, you must 
figure out what their crime is, what sin they have hence committed, what artifact is asso- 
ciated with them and what colored light-bus they traveled in on. Sound simple? It’s not. 
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Just who are these apparitions? They tried to pick a number of notorious figures from 
history, from a variety of cultures whose lives and crimes they thought were interesting 
~ “interesting in a way that a car wreck is interesting,” said Riordan. For example, in an 
age before the dictaphone, there was Shaamra the Scribe (3247 - 3211 B.C.), who 
brought about the deaths of many of her enemies by cleverly editing letters dictated to 
her to suit her and others’ evil purposes; and Wa-No-Te the Amorous (4117 - 4004 B.C.), 
whose way with the ladies was infamous across the Siberian peninsula. 

Even though there are some cultures that were simply more notorious than others 
throughout history, they tried to use as many cultures as possible lest protest groups start 
beating down their doors. “Prejudice! Prejudice! You only gave the Bushmen one bad guy 
and we got three!” shout picketing representatives from the Maori Solidarity League. 

The characters are represented by floating masks — an interesting choice. “It went 
totally against everything I’ve ever done before,” said Riordan, “because | love charac- 
ters. | came out of the movie business, so things that I’ve done before all have these 
real characters that walk around, and you see them and so on. And in the el—relialaliare p 
everything we tried to put in the environment took away from the environment. It took 
Sg away from my first look at it when | said, ‘this is really beautiful!’ Whatever we did 
seemed to block that in a way. So | said, ‘How do we do this and maintain the integrity 
of what Gil has created?’ And it always came back to the masks. I’ve always loved masks 
Lice]aal- Maa) yatare)(ole](a-1B-1¢-1ave|eleliaiee-laleR-Z-la’au]iallc-M at Theat-la Mesto C Relate) [eXe) alate} 
into mask books, it just seemed so natural that we would represent them that way.” 

As you move around in the game, the apparitions are fairly transparent. They move 
in and out of the artwork and their visibility is dependent on the light sourcing. In the 
brighter lights they are fairly visible, although opaque; and in the darker areas they are 
more mysterious and occasionally invisible. And since they are always traveling, the 
effect is decidedly eerie and fits in well with Bruvel’s art. 
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What they truly believe will set this game apart from the rest is a real-time clock that will 
introduce tension into the game. If you do nothing, the apocalypse will happen around 
you. Said Riordan, “The adventure game genre has been stagnant for a number of years 
and we wanted to pump some life back into the category. It needed some freshness” (ever 
harder and harder to come by these days). He continued, “Adventure films have an edge 
to them. They keep people on the edge on of their seat. In this game, with the clock tick- 
Tate R-TaTem tallale mar-]e)ol-aliate B-l1e-1celUlale Bole maYolU <lalel-Mel-lmtar-lawVate All <Rear-1c feeling... the 
feeling that If ! don’t move and | don’t go do things that Yolen iualiarem oy-le mime lelinve Bron at-lom 
pen." So now that the Of Light and Darkness team has moved, and gone and done things, 
nat-)Vol-mrolantieal late Mecelele Mele) atom col ar-lelel-laMlll <a RilgleKell|aat-y ct spring. —Cindy Yans 
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PC Multimedia & Entertainment Magazine 
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©1997 Ripcord Games. Postal isa 

trademark of Running With Scissors. 

s All Rights"Reserved. Other 
trademarks are property of their 

respective. companies. 


Available now for PC and Mac 
Get them first at-your local retailer, www.ripcordgames.com, 


or by calling 1¢888°797°5867 and give them the code: “Lethal Injection.” 
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rom the “why did it take so long to do this game” file comes 
MechCommander, a real-time strategy game set in the 
BattleTech universe. Developed by FASA Interactive, the soft- 
ware division of the creators of BattleTech, it will be published 
by MicroProse in 1998. 

The game features you as a MechCommander (hence the name), 
and it’s up to you to try and retake Port Arthur from the Smoke 
Jaguar Clan. A spectacular opening movie sets the tone for the 
game, and even attempts to remove the abstraction of a real-time 
strategy game interface in a real-life battle. (It shows commanders in 
a secluded room directing teams of mechs by pointing and clicking 
on computer monitors.) 

The game will include over 30 missions with a branching mission 
structure, plus multiplayer support for up to six commanders. Each 
mission will be limited to 12 
mechs under your command 
(from 18 chassis with their own 
custom armament) , and 
instead of just managing 
resources and building up 
defenses during battle, you'll 
be managing a roster of pilots. 
They carry over from mission- 
to-mission, increasing their 
skills as they go along. In 
between missions, players will 
manage supplies, salvage parts 
from the previous battle and 
repair and upgrade the Mechs 
in your unit. 

Once in com- 
bat, you'll be fac- 
ing off against 
enemy Mechs, 
Elementals and 
Armored 
Vehicles. Like 
most other real- 
time strategy 
games, there is a 
build compo- 
nent—you'll cre- 
ate buildings that 
produce support 
vehicles that will be under your control. Mechs have both primary 
and secondary weapons, and MechCommander will allow you to 
micromanage which you'll use or do it automatically. This aspect 
was already working in the version of the game used for this arti- 
cle—mechs would switch between short- and long-range weapons 
based on the proximity of the enemy Mech. 

There are a number of slick visual details that set MechCommander 
apart from other games subtle details like mechs Jeaving footprints 


5 Wwe» Pe 


0 MPU U TE R GAME i= == ee 


<4 Big bad bots—always a subtle addition to any game 


on the ground prove to have strategic value in that you 
can clearly tell what type of Mech you're up against 
(the footprint is determined by the size and weight class of the 
Mech). Mechs also knock over trees if running through forests, which 
again helps in tracking the enemy. 

(As an aside, do game designers have something against trees? 
Many of us shot them down for sport in Magic Carpet, Terra Nova 
tracked their destruction, MechCommander has you plowing them 
over, with a satisfying “thump.”) 

While the interface is far from final (the engine was completed 
first—now work begins on the story and final interface), it follows 
the tried-and-true point-and-click conventions established in other 
real-time strategy games. In the final game, you'll be able to target 
specific parts of a Mech, but the actual interface for doing that was- 
n't in place (it most likely will be a 2D graphical representation of the 
unit, and you point where you want to target). 

Visually, the game is quite attractive, with 
sprite-based mechs and 3D terrain. The game 
features over 100,000 frames of Mech anima- 
tion, showing such things as launching your 
jump jets, mechs being knocked over and pilots 
ejecting. Players who have machines with more 
that 16MB of RAM will get even more Mech 
detail. The game supports multiple screen reso- 
lutions (640x480 through 1024x768) and two 


building gets a ee 
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The game 

‘supports multi- different zoom levels (up close and personal, 
he ee | where one Mech takes up about a quarter of the 
(this is an display, and the view seen in the screenshots). 
800x600 shot) rth jes 
as well as zoom When asked about the game’s faithfulness to 
: levels the pen-and-paper BattleTech game, designer 


Tom Dowd said, “We're being as faithful as we 

can, but we have some flexibility to make our own rules.” 
Managing a smaller number of units is a unique approach for a 
real-time strategy game. If executed well, it has the potential to 
expand the levels of strategic complexity and move the genre away 
from its current infatuation with speedy clicking. If it’s a successful 
product, maybe we'll see more products that emphasize ‘ pocre: 
over “real-time.” —Steve Bauman 
~ Battletech: MechCommander « MicroProse * Windows 95 
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Mechanized Assault & 
Exploration back in action 


hough not the huge seller that Red Alert was, the 
original M.A.X was a well-designed and well- 
reviewed game with plenty of unique strategic 
options. A visit to Interplay to see M.A.X. // in its early 
stages finds a product that has added real-time combat, 
impressive terrain and unit graphics, and much improved 
unit control. According to producer and designer Paul Kellner, almost 
all enhancements and improvements are based on player input from 
the original game. Most of the well-received features of the original 
are only being tweeked and not radically changed. 

Continuing in a time after the original M.A.X., the human clans are 
now allied with the Races of the Concord, a group of eight alien cul- 
tures who pair with humans to create MAX commanders. It seems an 
alien race, the Sheevat, is tearing up the galaxy and have set their 
sights on humanity. Players may take either side in this epic conflict, 
commanding units of construction, research and war. Combat 
occurs on 36 dif- 
ferent planets 
with a planned 
48 stand-alone 
missions and 
three 9-mission 
campaigns. A 
series of histori- 
cal missions 
should also join 
the mix, filling in 
the history gap 
between the 
two games. 

Probably the 
biggest addition to the game is a 
real-time mode, complete with an 
optional “autopause” to help when 
combat gets too intense. Fortunately 
for those who enjoy a slower version 
of strategy, the turned-based and 
simultaneous modes from the origi- 
nal are still in the mix. 

The graphics are improved, with 
the original tile-based terrain 
replaced with a rendered, 16-bit 
color model complete with eleva- 
tions and obstacles. The top-down 
view is proportional, so units at high- 
er elevations (closer to the “viewer”) 
appear larger than those at lower 
positions, and the unique unlimited = 
zoom feature remains from the first , 
version. As in the original there is an abundance of units, with 
approximately 100 air, sea and ground units available in the final 
product, most with completely new features and abilities. The alien 
units are of bio-mechanical nature; some of the concept art for these 
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units is stunning. Native units will appear on the planets too; these 
range from docile creatures that make great cannon fodder to nui- 
sances which can harass and damage members of both sides. 

One of the great features of the original was the easy-to use inter- 
face, and M.A.X. /l improves on it. Redesigned visually with an alien- 
looking display, the interface has different appearances based on 
which side you command and can be customized as-needed by the 
player. The mini-map may be placed in different locations, buttons 
may be assigned to specific areas on the screen and the whole dis- 
play can even be turned off so only the map is present. A new feature 
that should end up in the final version is a “spy-cam” which, when 
placed at various locations on the map, can be used to keep an eye 
on certain areas or units. Multiple cameras may be established and 
each view can be cycled to show current events in each specific area. 

Gameplay should retain most of the features from the original, 
expanding and modifying some of the weak areas. Units will be able 
to take specific orders ranging from setting up a patrol to exploring 
or guarding an area. Multiple waypoints may 
be assigned and units can even be placed in 
repetitive loops when needed. The level of 
aggression can be programmed into units, 
setting them as passive or aggressive 
depending on how you wish to deploy them. 
The new construction option are impres- 
sive—a building queue may be set, 
allowing you to construct buildings 
in batches and freeing you to focus 
on more important areas. Finally, 
elaborate group movement 
options will enable players to direct 
groups of units and split them up 
to attack certain targets. 

Multiplayer should be well- 
covered in this title, with six play- 
er LAN capability as well as 
modem and null-modem play. 
Internet play has not been final- 
ized, but with IPX support it 
should run fine using KALI. 
Alliances will be a new multiplay- 
er feature, allowing players to 
align with others and then gain 
their added views of the battle- 
field. Expected out in early 1998, M.A.X. 2 looks to bring plenty of 
new features and improved graphics to the table when it enters the 
crowded strategy field. -Jim Pedicord 

M.A.X. Il * Interplay * Windows 95 
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NOVALOGIC - THE ART OF WAR” 


rashly competing directly with Interplay’s Die by the Sword 
[see page 74], and indirectly with their own Tomb Raider 2, 
Eidos’ Deathtrap Dungeon is anything but a shy game. 
Based on the popular Fighting Fantasy books by lan 
Livingstone (which reportedly have sold over 15 million copies 
worldwide), the game places the player in the blood-stained boots 
of either a scantily-clad female warrior or a stereotypical Conan- 
esque brawny male as they trounce evil monsters in a third-person 
3D dungeon 
romp. Though 
Eidos has decided 
to put more 
clothes on the 
nipple- chain- 
wearing femme 
fatale heroine, 
she’s still not 
wearing much, 
and the gobs of 
blood, gore and 
decapitations are 
taken to sucha 
level they almost 
reach parody. In short, this is a pre- 
pubescent dream game. 

The graphics are more cartoony 
than either Tomb Raider or Die by the 
Sword, and the levels follow suit. Eidos 
plans for ten sizable main levels and 
ten sub-levels in the game, and they 
have a suitably gothic, spooky look 
and feel to them. Much of this is due 
to the lighting effects used, which like 
in Tomb Raider cuts off to darkness 
and shadowy effects enough to keep 
the ominous, danger lurking sort of 
feel. The architecture in the game is 
extremely varying as well—in both 
style and artistic integrity. There are ornate looking Gothic 
Cathedral-like structures, mixed with bizarrely blue and gaudy tech- 
nological rooms, in addition to straightforward dungeon crawling as 
well. True to the game’s name, the dungeon is endowed with, well, 
deathtraps. Pits, spikes, flamers, sudden monster ambushes and 
other devious forms of torture should keep players on their prover- 
bial toes throughout the place. Additionally, expect plenty of tele- 
port devices, keys, chests and switches to find. 

The game will also have a whopping 55 different characters, 
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< Battle all manner of bizarre creatures through- 
out the torturous journey 


Baliitirall 
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which range from serpentine women to giant arachnids 
and reptiles, gleefully sadistic looking little trollies, killer 
clowns and other evil creations. The sheer variety of really bizarre 
creatures will likely keep gamers on their toes. And of course, if you 
hack them particularly hard (or not so hard, actually), their heads can 
fly off, and/or limbs will fly across the room in great swaths of blood. 

As expected, the game will have a fairly interesting variety of 
weapons. Aside from the obvious magical swords and really big 
hammers, you'll find magic spells, bombs and even more “modern” 
weapons such as a blunderbuss and flame-thrower. , and players will 
encounter certain monsters that can only be 
hurt with the more powerful weapons. 


<4 Behold! Eidos’ _ nas 
new more political. ’ One important aspect of the game is its 
lycorrectheroine, —s multiplayer options, which helps distinguish it 


now with one piece 
bathing suit — 


It’s not a T-Rex, 
that was Tomb 
Raider... This is a 
Pit Fiend > 


Vv There’s no lack 
of up close and per- 
sonal battles in 
Deathtrap 
Dungeon 


from Tomb Raider 2. Deathtrap Dungeon will 
come equipped with a four player network 
mode (and a modem play option as well), 
though whether any sort of Internet play 
would be built-in was undetermined. 
According to Eidos, the game will only be sup- 
porting the standard deathmatch style of mul- 
tiplayer, which is somewhat surprising in light 
of Diablo’s popular cooperative play. While the 
beta used for this preview is DOS-based, 
Deathtrap Dungeon should fully support 
Windows 95 and Direct3D upon its release. The game will also be opti- 
mized for specific cards, most notably those based on the 3Dfx chipset. 


Deathtrap Dungeon was initially planned for a November release, 


which would have put it in direct competition with Tomb Raider2. 
Due to delays with the PlayStation version, Eidos has decided to hold 
off until January and release both versions simultaneously, which 
could be perfect for action fans looking to kill something (or some- 
one) after the holidays. -Jason D’Aprile 
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...that a highly contagious virus has infected your computer. 
.--defending your PC with anti-virus weapons and vehicles. 
..building factories, fortresses, and spy cameras. 


..-Navigating through your own computer in real-time 3D. 
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...fighting your way through Levels based on your own files and documents. 


vy «..seeking and destroying multiple virus strains. 


Get ready for the most original game in year’ Mira The ¢ — ecte you 
journey inside your computer to confront the infection eating away 3 "he 
your files. : 


Travel through your graphic files in 3D and see ‘$6 eoreb ates th the 
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infected, your screen display will corrupt. And if your mouse driver .. 
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Free a nation with the 
boys (and girls) of A.1.M. 


Down in the mines and down to one merc; who— > 


or what—took out the rest of the team? 


he original Jagged Alliance was notable because it had a lot of 
something many strategy games lack, namely personalities. 
Sure, tactical combat was the general emphasis of the game, 
but your troops weren't faceless digits. Instead, they were 
actual people; in addition to statistics they had quirks, in addition to 
skills they had histories. It added—gasp!—a role-playing element to a 
strategy game, one that ended up being well received. Perhaps it 
shouldn't have been surprising; not only did it make sense in game 
terms, but it came from Sirtech, the folks responsible for this little role- 
playing dynasty known as Wizardry. 

Jagged Alliance was followed up by an intermediate product known 
as Deadly Games. While it added oft-requested multiplayer features, the 
game flow was different from the original. What Sirtech really needed 
was a product that combined features from both; with Jagged Alliance 
Il it sounds like they'll have such a combination and a lot more as well. 

The non-linear action of the original is back, but this time you're not 
taking control of an island, no sir! This time you have to free an entire 
nation with some 200 sectors, twelve towns, and eight underground 
mines. Control of all sectors isn’t necessary to complete the game, but 
with that 
many areas 
replayability 
should be 
enhanced. 
Time is 
based ona 
real cycle so 


& Faces onlya 
commander could 
love 

> The tropical ter- 
rain should bring 
back memories 


you'll have missions happening at 
night, and fatigue will be an 
important strategic factor. While 
some events are hard-coded into 
the game (set off by either player 
actions or time marks), others are 
randomized so you'll never know exactly when things will happen. 

Your team can consist of up to 20 members although only six will be 
under direct player control at any one time. At the strategic level you 
can assign team members to activities or order them to different areas 
of the country (they can travel by foot or vehicle). While A.I.M. is still a 
source for team members, a new organization (M.E.R.C. —More 
Economic Recruiting Center) can supply cheaper soldiers of fortune; 
also, you can now hire some NPCs (non-player characters) encountered 
within tactical areas. 

In fact, Sirtech is expanding the role-playing elements like NPCs 
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greatly. Towns are populated with them; your team members can 
approach them, but be careful—the reputation of your force in general 
and each member in particular will carry across the nation, and people 
will react accordingly. Key NPCs will appear in random towns, another 
move to increase replayabilty. According to Sirtech, your own troops 
will have enhanced personalities and Al, and they are working to add 
character development (so that characters may change over the course 
of the game). 

The tactical portion of the game will support either turn-based or 
real-time play (you chose which when you start the game). While turn- 
based sounds similar to the original (although there are some new ele- 
ments, especially movement modes like climbing, crouched move- 
ment and crawling, etc.), real-time has the player actively controlling 
one merc while setting the Al stance for the others on the team (order- 
ing them to, say, seek cover or act aggressively, conserve ammo, help 
teammates, etc). The game's speed will be adjustable, and you can 
form mercs into squads to better coordinate their activities. 

The graphics have been pumped up to 16 bit color and 640x480 res- 
olution. Team members will have different body types (females will be 
female, big guys will be big, etc.). Terrain objects will be 3D for accurate 
line-of-sight, and actual bullet velocities and penetration capabilities 
will be modeled, as will the characteristics of the substances they might 
encounter (hiding behind that wood wall may not be good enough if 
you're facing .50 cal fire!). Sirtech promises more weapons, both real- 
world ones (with characteristics modeled after the real things) and sur- 
prise devices; you will even be 
able to have weapons made for 
you. Vehicles have been intro- 
duced, but details on these are 
still sketchy, although Sirtech 
does say that your enemy's 
army will travel by road, rail, 
and air. 

Multiplayer hasn’t been for- 
gotten, and Sirtech is planning 
several different forms. You 
play via modem, LAN, or 
Internet (no word on the total 
number of players). Multiplayer 
sessions can be closed turn- 
based or real-time team games or open real-time single character 
cooperative games. 

And then there’s the sci-fi element to the game, underlying what 
you think is your main battle. “Underlying” is the key; without spoiling 
things let’s just say that those mines you can go into hold something 
more ominous than bats and Brown Recluse spiders. To quote the 
merc Larry Roachburn, “Man, I’ve seen some bad things, but | ain't 
never seen nothing like that. I’m gettin’ the ....” Gamers will get to find 
out what he encountered sometime this Spring. —Scott Udell 
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Journey to the ear future to Save the distant past. 
Battle deal! Solve intriguing puzzles. 
ree Seba! ful magic. Explore a huge 3D) world, 
Our missions retrieve the legendary sword: 
Excalibur. 


Featuring over 200 locations, 60 different 
characters, full speech, and incredible : 
light-sourcing, Excalibur 2555 is an absollite epic. 


See peed 


“ ,.could well do for D action adventu 
Tomb Raider did for 3D platformers” 
— Edge ~ 


“Excalibur 2555 is one of the most unique’ 
3D games ever... a really, really cool game”) 
— Diehard Gamefan 
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Interplay readies the 
latest dungeon romp 


Face to face with an Ogre 


ungeons are a time-honored staple of computer 
gaming. From classics like Dragon’s Lair to recent 
hits such as Diablo and Dungeon Keeper, they've 
provided some of gaming's most memorable set- 
tings. The dark and mysterious nature of a dungeon brimming with 
nightmarish monsters and insidious little traps is a challenge that 
beckons most players and designers. Enter Interplay, readying 
gaming's next foray into the computerized underground with Die 
by the Sword. 

In development for nearly two-and-a-half years by Treyarch, Die by 
the Sword is a combat adventure romp into the unknown. You are 
Enric, a stalwart warrior whose sister has been kidnapped mysteri- 
ously. Recovering her from the forces of evil will entail a journey 
into, you guessed it, a dungeon. 

Using Treyarch’s VSIM physics-based motion/control engine, Die 
by the Sword promises a technological leap forward in terms of fluid 
and realistic character motion. Rather than relying on traditional 
canned animation taken from motion-capture, VSIM (the letters 
don’t actually stand for anything) creates a mathematical and physi- 
cal model of the body. According to Interplay’s Alan Barasch, this 
means Treyarch 
doesn’t have to 
draw animations 
frame-by-frame. 
Rather, VSIM 
allows them to 
simulate the 
entire range of 
physical motion 
with just one 
model. Punch a 
Kobold in the 
face and watch 
his head snaps 
back as he’s 
knocked off bal- 
ance. Or, get 
caught in a rope trap and you'll have to battle the enemy while 
thrashing around like a fish on a line. 

In fact, the VSIM engine is so versatile that it was used to animate 
the cutscenes, which Interplay says will feature foreshadowing 
events. After completing a level, players may then sit back and watch 
an Orc Captain battling a Mantis as a portent of things to come. 

Graphically, the game is attractive, with large environments that 
feature volumetric lighting effects. Played either from a third- or 
first-person perspective, the action is fast and fluid. During combat, 
characters will display realistic damage and may even have limbs 
severed. Particularly gruesome (meaning the kids will love it) is the 
ability to continually hack away on an opponent's corpse. After 
chopping off an arm or a leg, the player can then pick up the dis- 
carded limb and use it as a club. 

Die by the Sword will support 3D accelerators through both 
Direct3D and Glide. The build that ran on our 3Dfx-equipped 
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Pentium II looked (naturally) impressive, but for those without that 
kind of horsepower, Interplay says the game will run on a 9OMHz 
Pentium. Users will also be able to scale the resolutions, which 
should be necessary for those who haven't joined the 3D-acclera- 
tor bandwagon. 

According to Barasch, control is best achieved through a keyboard 
or a mix of keyboard and mouse. Controlling your character's sword 
swings is extremely difficult at first, since there are an endless number 
of key combinations for virtually (no pun intended) any kind of swing. 
However, Barasch said that a move editor will allow players to create 
up to four different move combinations and assign them hotkeys. 
Players will 
even be able 
to trade 
their favorite 
combina- 
tions with 
their friends 
via the 
Internet. 

The game 
will come 
with seven 
distinct lev- 
els, each fea- 
turing multi- 
ple paths and puzzles to success. For 
example, instead of battling their way 
onto a raft, players may choose to 
hide inside one of the crates that 
Kobolds are loading onto the raft. The 
Al will try to lure you into traps, such 
as when a wounded monster will lead 
you to a room with a rope trap. Monsters inhabiting the underworld 
range from the obligatory Dwarves and Orcs to the sleek Mantises and 
the undulating Tentacles. 

In multiplayer mode, Die by the Sword will feature an arena where 
up to four players hack and bludgeon each other over a network. 
Players will also be able to go head-to-head over a modem. The 
game will support force feedback for things such as sword inertia 
and collisions. 

Die by the Sword isn’t due out until February, and until then 
Interplay and Treyarch are still tweaking some aspects of the game. 
In particular, some of the physics seem a bit iffy (with one leg 
chopped off, our armored hero could still jump in the air, flip, and 
land perfectly). However, if they can pull it off, gamers may just have 
to pull their torches out of storage and brace themselves for another 
jaunt into the digital underworld. Jason Ocampo : 
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stabing bones. A 
skeleton prepares to 
strike a busy hero 


A Kobold seizes the 
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CHESS HAS A FIGHT @N ITS HANDS 


The stunning game of tournament level chess played with living battling characters 


You've-never. seen chess like this. One moment you’re testing yourself at Grand Master level on a standard board. Then; with the click of a mouse, 
the pieces have taken on an awesome life of their own - and you’re locked into a battle between good and evil, where losing just isn’t an option 
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A Sherman takes a round from our 
Panther in this 3D-accelerated shot 


hat do you do if you put out a tank sim that 
gets a mixed reception? If you're Interactive 
Magic, the answer is go back and try again with 
another era. Earlier this year |-Magic released iM1A2 

Abrams, the first real tank sim in years; while some lauded aspects of 
the sim, others decried it, especially for its graphics and representa- 
tion of the battlefield. Particularly lacking, many felt, was support for 
3D accelerator cards. While the merits and minuses of iM7A2 can be 
argued until the armor comes home, I-Magic hasn't sat still; in addi- 
tion to a 3D upgrade to iM7A2, they started work on iPanzer ‘44, a 
World War Il tank sim they hope will fill a void in a sim sub-genre left 
empty since the release of the ill-conceived Across the Rhine. 

iPanzer recreates armored actions on the Eastern and Western 
European fronts (no North Africa) during 1944 and early 1945. In 
addition to 
introductory 
and single mis- 
sions gamers 
will face two 
different cam- 
paigns, 
playable from 
either side. In 
the East play- 
Ne T 
with either the = 
Soviet 5th 
Guards Tank 
Army or the 
German 5th 
Panzer 
Division in 
Operation 
Bagration (or 
the Destruction of Army Group Center) in June 
1944, while in the West the U.S. 2nd Armored 
and German 116th Panzer divisions face off dur- 
ing the Battle of the Bulge (December 1944). 

Playing different sides means simulating dif- 
ferent tanks, something new to the series. 
iPanzer has you controlling the M4A3-76 HVSS 
Sherman for the Americans, the T-34/85 for the 
Soviets, or the PzKw Mk VG Panther for the 
Germans. For each tank the “primary” positions 
are recreated: driver, gunner, and commander. As with iM1-A2 you 
can also select outside views, jump to other tanks within your pla- 
toon, or view (again from the outside) the scenery from the perspec- 
tive of other kinds of vehicles under your command. You may 
choose to play as a commander of a single vehicle, a platoon (three 
to five tanks), or a company commander with other types of vehicles 
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The map view with some symbolo- 
gy remnants from iM1-A2. Notice 
the box-shaped forest areas here... 


... and from this exterior view; you 
can look into the forest areas and 
place infantry in them, but tanks are 
blocked. A few individual trees, like 
the one in the foreground, will soft- 
en the hard boundaries of the actual 


under your command (these supporting units will change across 
time, so the mix of vehicles you'll command will be different). 

From a gaming perspective, anyone who's played iM71A2 should 
be able to jump right into iPanzer—the control scheme in the alpha 
build we looked at is virtually identical. Of course, this is tank tech- 
nology from 50 years ago, so tactics will be quite a bit different, 
especially in the close-in confines of the Ardennes. 

Graphically, |-Magic has added 16 bit color and 3D acceleration 
support; they claim a jump from seven frames per second (FPS) to 
over 20 on standard machines, and our Pentium II with a 3Dfx card 
ran the alpha at over 30 FPS in some instances. Interactive Magic's 
Dave Murray says the terrain shown in the screenshots is pretty close 
to final, although they will be adding more objects 
to the battlefield. Conspicuously missing from 
iM1A2 was any significant vegetative cover; recog- 
gewix | nizing this would be completely unacceptable for 

“es | most West Front battles, |-Magic has come up with 
a system of box-shaped forested areas. Tanks will 
not be able to enter these areas (which seem almost 
like forest “buildings”), but gamers can see inside 
them and infantry can be moved into—and fire 
from within—such zones. They'll also add some 
individual trees around the fringes of these forest 
boxes to help soften their sharp edges, but players 
shouldn’t expect 3D forests like those encountered 
in Terra Nova. 

iPanzer ‘44 faces stiff competition for the atten- 
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tion of tank sim enthusiasts. Gamers are already eyeing the likes of 

MicroProse’s M1 Tank Platoon I/ and, in particular, SSI’s Panzer 

Commander (which may have up to three driveable tanks per side); it 

will be interesting to see how |-Magic responds to these challengers 

as they work through the final months of development. —Scott Udell 
iPanzer 44 « Interactive Magic * Windows 95 
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You are your own worst enemy in the moody world of Dark Earth. Debris fills 
the air and your flesh is being attacked by a deadly virus. Poisonous clouds drift 


and photosynthesis has ceased. Still, it is your mission to uncover a secret history 


that'll help restore the one thing that can save all of humanity-light. 
You'll uncover dark murder plots through real-time adventure and control 


treacherous combat as you interact with greedy and bizarre characters. Your foes 
envelop the City you protect. Whether you're there 


“night (U.S. or Canada). 


or not, they continue to prey upon you as you ponder 
your next move. But, there is a ray of hope-you 
simply have to find it. www.darkearth.com 


To build a Stone Age tribe into a thriving 


never rest easy. Because what takes thousands of years to 


build can be destroyed in seconds if you dont plan wisely. 
In Age of Empires, your challenge is to take one 


of 12 ancient civilizations (including Egyptian, Yamato, 
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empire, you can rest easy knowing that you can _gives you just enough time to decide whether you want 


to conquer everyone else, explore the four corners of the 


globe, or accumulate great wealth to achieve 


victory. And with a 100-node technology tree, 
you can choose your advancements accordingly. For 


instance, you can research gold mining or commerce 


é 


- “Best real-time strategy game.” 


are registered trademarks, and Age of Empires is a trademark of Microsoft Corporation. eae We 


Where do you want to go today?” 


to amass great riches, or ballistics and naval warfare to war elephant, and the pressure to win 


strike fear into the hearts of others. becomes downright intense. 


Multi-player capabilities, 40 pre-set But before you think you've got what it takes to 


scenarios, lavish campaigns, randomly generated maps, and win, make sure you've got the empire to back it up. 


an expansive scenario editor make it a new challenge each 


time you play. Add in the rich 3-D graphics where you'll 


see every flaming arrow, marching phalanx, and charging 


“Microsoft heads right to the top of the real-time strategy class 
with Age of Empires...” 
— Computer Games Strategy Plus, June 1997 
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INTRODUCING DESCENT TO UNDERMOUNTAIN, THE MOST 
REVOLUTIONARY NEW AD&D FORGOTTEN REALMS 
COMPUTER GAME EVER. BASED ON AN ENHANCED, SVGA 
VERSION OF THE AWARD-WINNING DESCENT ENGINE, YOU 
ARE CHALLENGED TO BUILD AN AUTHENTIC AD&D CHARACTER 
AND PLUNGE DEEP INTO UNDERMOUNTAIN — A TWISTING 
DUNGEON LABYRINTH LOCATED BENEATH THE CITY OF 
WATERDEEP. HERE YOU WILL ENCOUNTER AN INCREDIBLE 
300° WORLD FILLED WITH SHADOWY HALLS, ANCIENT 


CRYPTS AND ABANDONED TEMPLES NOT TO MENTION A 


TERRIFYING ASSORTMENT OF CREATURES WHO CALL 
UNDERMOUNTAIN THEIR HOME. SOLVE THE RIDDLE OF 
UNDERMOUNTAIN AND YOU WILL CERTAINLY AMASS A PILE OF 


GOLD. FAIL AND YOU WILL BECOME A MERE PILE OF BONES. 


The AD&D sames most famous world, the FORGOTTEN REALMS*® 


setting, is now powered by the award-winning Descent engine. 


Experience more than 25 different levels that come 


alive in full 3D 360° detail, from a dwarven temple 


to an ancient Egyptian crypt. 


Build your character using true AD&D role-playing 
elements — 6 different races and single or multi-classed 
options. Your choice of character class leads to unique 
abilities and will also affect the way the game plays — 


if you choose a thief character you can climb walls! 


Battle more than 50 different 3D monsters — 


skeletons, mummies, giant insects and more... 


Seek out and utilize more then 160 magical items and 
AO different spells, including the powertul magic missile 
that homes in on its targets and the fireball that engulfs 


its target in a shroud of flames! 
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Over the Net 


WorldPlay: We’re baaaaack! 


he computer gaming industry in 
T general is particularly cyclical. 

Every few years you see a wave of 
new start-ups, flush with cash and talent 
from a recent boom in computer enter- 
tainment products. (Occasionally these 
start-ups also come from larger compa- 
nies that have just gone belly up.) A few 
years pass, and then you hit the down- 
side of the cycle. Weaker companies go 
under, and the vast majority of the sur- 
vivors are acquired by larger, increasing- 
ly monolithic companies. (Quick — how 
many independent game companies can 
you name?) 

If we look at the cyclical nature of the 
gaming industry as a whole, then, it’s 
not much of a stretch to see the same 
cycle occurring to the online gaming 
industry. And indeed, the entire online 
gaming industry is going through once 
such cycle right now (sadly, on the 
downswing end). However, one compa- 
ny seems to be breaking out of that 
slump and appears to have a bright 
future—at least, as bright as can be 
expected considering the current state 
of online gaming. That company? 
WorldPlay Entertainment. 

What's that? Never heard of them? 

Sure you have. You just don’t know 
it yet. 

WorldPlay Entertainment started life 
back in the late 80’s as The Sierra 
Network (TSN). As some of you might 
recall, TSN was a proprietary dial-up net- 
work that Sierra created as one of the 
first serious attempts at building a pay-to- 
play online gaming network and communi- 
ty. Game content was supplied by Sierra and 
included card games, board games, and a 
couple of higher-end titles such as Red 
Baron, a World War | air combat simulation. 
Unfortunately, this dependence on Sierra- 
only content ultimately hurt TSN; consumers 
(what few there were) wanted more selec- 
tion, and even when TSN changed its Sierra- 
only content policy, outside companies were 
wary of working with a service so closely 
tied to Sierra. In the end, it looked as though 
TSN arrived on the scene a little too early. 
There weren't enough people with modems 
at the time, and most users thought the cost 
was too high—especially for what was basi- 
cally a simple board game and chat service. 

Sierra worked hard at trying to make TSN 
a success, but eventually grew tired of losing 
money on the service. In the early 90's Sierra 
sold TSN to AT&T, who promptly renamed it 
The Imagination Network. AT&T had grand 
visions for the online space, and hoped to 
tie in some of Imagination’s assets to the 
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WorldPlay’s current content line-up is somewhat weak 
with only “classic” games such as Spades and 
Backgammon available... 


... but future titles such as Warcraft Il promise to begin 
drawing in more hardcore gamers 


new Interchange online service they were 
building. Under AT&T's tutelage and super- 
vision, Imagination began moving the old 
proprietary backend (originally running on 
6 386/33 MHz machines, believe it or not) to 
Unix-based systems. This move was key to 
Imagination’s future success, as it gave 
them a much more scalable system—and, 
coincidentally enough, a system that was 
perfectly-suited for use on a just-emerging 
phenomenon we now call the Internet. 

Well, as is relatively common with AT&T, 
the internal management had a vision-shift 
in the mid-nineties and decided that AT&T 
no longer wanted to be in the online service 
business. (We’re talking about online ser- 
vices with content; not ISP service such as 
AT&T's WorldNet.) Their internal Interchange 
network was canceled (after millions of dol- 
lars of development), and AT&T began look- 
ing for buyers for Imagination. To make a 
long story short, in August of 1996 America 
Online purchased The Imagination Network 
and turned it into a wholly-owned sub- 
sidiary of AOL Studios. 


This is where it gets interesting. For 
years now the many other online ser- 
vices have been watching AOL warily. 
AOL was the great, 800-pound sleeping 
gorilla, and everyone was worried about 
what AOL would do once it awoke to the 
huge opportunities in online gaming. 

On June 17, 1997 they got their 
answer. Through a series of announce- 
ments at E3, several interesting facts 
were brought to light. First, The 
Imagination Network was changing its 
name (yep, yet again) to WorldPlay 
Entertainment. The name shift reflected 
a major strategy change for the compa- 
ny. Instead of being a proprietary 
games network, WorldPlay was revamp- 
ing its business model to become an 
aggregator of quality online content, 
and then selling access to that content. 
On top of the name change and busi- 
ness shift announcements, WorldPlay 
also announced that it was now the pri- 
mary programmer for premium games 
on AOL (giving the already-floundering 
Engage Games Online a serious body- 
blow). Finally, WorldPlay announced 
distribution deals for its content with 
AT&T's WorldNet service and Earthlink. 

With these announcements, AOL sud- 
denly became a major player in the online 
gaming space. It could woo developers 
with its huge membership base of poten- 
tial gamers, and was also able to hedge its 
bets by deriving income from the other 
WorldPlay content licensees. 

So was this a death blow to the fledg- 
ling online gaming services? Eh... probably 
not for most. It definitely hurt Engage, who 
was one of the first companies to see the 
advantages of going to the subscribers, 
instead of trying to recruit them. Industry 
rumors say Engage and WorldPlay had some 
pretty titanic battles over who got control of 
the AOL Games channel; obviously WorldPlay 
won out (probably due to being owned by 
AOL), forcing Engage to sublicense their con- 
tent to them. In Engage’s defense, however, 
it's worth pointing out that their business 
model was solid up until AOL/WorldPlay 
decided to get in the game (ironically, with 
the same model). Once that happened, AOL 
simply made the better business choice and 
pretty much cut out the middleman. 

Besides Engage, however, the other online 
gaming services still have a fighting chance. 
Although WorldPlay’s strategy is sound, they 
definitely do have some hurdles to overcome. 

For one, although WorldPlay has access to 
millions of potential users thanks to its ties 
with AOL, it also gets forced to deal with 
some pretty ugly baggage. AOL isn’t the 
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You can visit different themed areas in CyberPark, ranging 


from a rather DMV-looking Community Center... 


...to a virtual nightclub called The Zone. A somewhat ironic 
name, considering Microsoft’s Internet Gaming Zone 


fastest network, and its latency is often a 
killer. In fact, rumors have it that WorldPlay 
was trying to work out some way to allow 
AOL gamers to connect directly to their 
servers, bypassing the AOL network cloud 
completely. Unfortunately, this got nixed 
since AOL needed to keep a connection up 
for billing reasons. Because of these issues, 
Engage was very careful to try to only bring 
latency-tolerant content to its network; now 
WorldPlay has the same issues to deal with, 
and may lose out on quite a few premium 
titles because of it. 

Another challenge WorldPlay has to deal 
with is how to launch their service with its 
current content. If you visit the WorldPlay 
area on AOL today (keyword: worldplay) 
you'll see a great deal of repackaged Sierra 
Network content, including Bridge, 
Backgammon, Spades, and other assorted 
card and board games. Although WorldPlay 
doesn't try to call this premium content, it /s 
still the vast majority of titles currently avail- 
able for play. 

What about the current premium content 
(which you have to pay a $1.99 surcharge to 
access)? There’s still not that much — in fact, 
technically as of this writing there’s none, since 
all of the premium content is actually from the 
Engage sublicense. Thanks to Engage, 
WorldPlay can offer Castles Il, Rolemaster: 
Magestorm, SplatterBall, Virtual Pool, and 
Warcraft II (although Warcraft II is coming soon). 
Admittedly, several of these games are excellent 
(especially Warcraft I/)—but, they're also relative- 
ly old, and | don't think there's a large audience 
willing to pay to play them. 

However, the future content on WorldPlay 
looks quite bright. New content is being built 
from the ground up to be latency-tolerant, and 
several licenses should prove to be quite lucra- 
tive. For one, WorldPlay owns the exclusive 
online rights to Tetris, and hopes to bring a multi- 


player version of the game to the 
network soon. Tetris is one of the 
rare crossover titles that both men 
and women seem to like equally; 
as such, it could prove to be an 
introduction to online gaming for a 
new demographic. In addition, 
future games include MissionForce: 
CyberStorm (yet another ‘mech 
game), Fantasy Adventures Online 
(an online fantasy card game, 
much like Magic: The Gathering), 
The Incredible Machine v3.0 (one of 


ha} may the ultimate Rube Goldberg-like 
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puzzle games), and finally, 
Shattered Light (a large-scale online 
role-playing game). 

In addition to these games, 
WorldPlay is also working on 
adding a 3D interface called 
CyberPark. CyberPark is a 3D vir- 
tual world that allows users to 
explore a large themed environ- 
ment, chat with other players, 
and eventually, attend pro- 
grammed events. However, 
there are questions as to how 
effective CyberPark will be. The last time | saw 
the engine (admittedly months ago) it struck 
me as being relatively slow, and somewhat 
dated. In addition, | know quite a few people 
who question just how fun it’s going to be to 
“physically” walk to different virtual locations 
when all you really want is to do something 
— such as play a game. Hopefully some sort 
of keyword or hotkey system will allow users 
to quick-jump throughout the world. 

All-in-all, WorldPlay probably has quite a 
bright future ahead of it. By effectively co-opt- 
ing Engage’s business model, it has all of the 
potential subscribers it could want, and 
although currently content-weak, future titles 
look as though they have a great deal of 
potential. Time will only tell whether users will 
be willing to pay an additional $1.99 per hour 
to play games on AOL. My guess is that 
WorldPlay is going struggle at first, but as 
more compelling content becomes available, 
users will be more likely to pony up the cash. 

In addition, latency issues do definitely 
handicap WorldPlay’s attempts to offer some 
higher-end titles, but time and technology 
advances will eventually help iron this out. 
Don’t be surprised if at some point in the 
next few years you begin to see companies 
like TEN and Mpath becoming channels on 
AOL—remember, it’s a cyclical business, and 
most of these companies have a couple more 
business models to try out before calling it 
quits! -André Vrignaud 

André Vrignaud has worked in the computer 
gaming industry since 1990, although he admits 
the Atari 2600 had a great influence on his for- 
mative years well before then. Most recently he’s 
worked at SSI and TEN, where he produced 
much of their online content and direction. He is 
always interested in stimulating, albeit inflam- 
mable, email (including rumors, tips, and other 
random trivia) and can be reached at over- 
thenet@cdmag.com. 
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More roaring mice 


couple of months back, | wrote about 
A some small wargame publishers (the 

“mice” of the title line) — little guys 
who put out some big effort. There were a 
couple of things | didn’t have space for, and 
a one product I've learned of since then, so | 
thought I'd revisit the subject. 

Not a game but certainly of interest to 
HPS aficionados is HPS’ Encyclopedia of Land 
Combat, Volume 1: World War II (1936-1945) 
Europe, North Africa, China, and the Pacific, by 
Scott Hamilton and Gregory Smith. Okay, so 
the title’s a little ungainly, but it’s the con- 
tents that count, and they should count big. 
This 180+ page book is basically a reference 
listing every type of land (with some naval 
and air, apparently if they were involved in 
land actions) vehicle and weapon in the HPS 
games. While the systems included may all 
be in one HPS game or another, this book is 
not specifically a guide to their games — any- 
one playing tactical-level World War Il game 
(Steel Panthers comes to mind) or just plain 
interested in the subject should find the 
book useful. 

The book is broken into 14 nation/nation- 
group sections, then further subdivided into 
categories such as light tanks, flamethrower 
vehicles, mortars, reconnaissance, person- 
nel, cargo, and more. Each entry ranges from 
a couple of paragraphs down to a couple of 
sentences (for some variants and minor 
items). Some entries have graphics, either 
line-art or fuzzy photographs (Smith reports 
there was a goof-up at the printers). There’s 
a lot in here, from the expected (Panthers) 
to the obscure (Japanese KE-HO type 5). At 
$25 this soft- and spiral-bound book is a tad 
pricey, but for the information contained 
gamers should still find it worthwhile. (HPS 
can be contacted at www.hpssims.com, 408- 
554-8381, or P.O. Box 3245, Santa Clara, CA 
95055-3245.) 

Months ago a reader asked me what | 
thought about the wargames from Target 
Auctions, and | had to admit I’d never heard 
of them. He passed on their web site’s URL 
(www.usbusiness.com/target/us.htm) and | 
went to check it out. It turns out they have 
several little wargames from the Civil War 
period; one, Tattered Flags, is a generic Civil 
War game (no particular battle), but the 
other three cover rarely gamed battles from 
the Trans-Mississippi region: Lexington, 
Missouri, Pea Ridge, and Wilson’s Creek (actu- 
ally, I've counted four computer games that 
include Wilson’s Creek in some form - more 
recreations of the battle than the 
boardgame community has). 

| ordered Wilson’s Creek, and, while I’ve 
yet to really dig into it, it is interesting (and 
covers a battle |, for some reason, am fasci- 
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Target Auction’s Wilson’s Creek; sure, it 
was a victory for me, but at great cost to 
both sides (the “I” and “C” markers rep- 
resent destroyed units... and this is just 
in one section of the battlefield) 


Mac gamers will get to line up at Ligny, 
care of ...by Design, Inc 


nated with). The production values are 
pretty low on the scale: relatively crude 
graphics, a weak interface, poor docu- 
mentation that is built into the game 
(not even a help file), few if any mod- 
ern computer wargame conventions (no 
hidden units, for example), and quirky exe- 
cution (the game has to run in 640x480, but 
doesn't tell you this; if you load it in a higher 
res the game executes but suffers from 
graphics glitches and crashes). The inciden- 
tal sound effects are nice, even if they play 
at some unexpected times. There are a some 
big gameplay glitches; aside from the afore- 
mentioned quirky interface, units can some- 
times disappear under others (I think | once 
lost a unit this way), and destroyed units 
leave markers on the battlefield that appear 
to block movement. 

Despite the flaws, it’s a fun enough little 
game, and the price is right: all the games in 
the series are now $14.95. The biggest draw, 
however, are the battles they model; some 
collectors might want them if only for their 
rarity in both computer and board wargam- 
ing. Aside from their web site, you can reach 
Target Auctions at target_y@usa.pipeline. 
com, 816-965-0013, or at P.O. Box 17841, 


Kansas City, MO, 64134. 

Macintosh wargamers can look forward to 
another visit to Waterloo... and Ligny, 
Quatre-Bras, and Wavre, all care of ... by 
Design, Inc., the creators of the Musket Fire 
and Cannon Fire games. ....by Design's 
Owen Gwynne tells us that this is a new 
game covering the entire Waterloo cam- 
paign; while you can fight battles as individ- 
ual scenarios you can also play them ina 
linked campaign, with carry-over from battle 
to battle (so, if you foolishly lose the Old 
Guard early on you won't have them for 
Waterloo). They are working on a rewrite of 
their Al engine, and plan some 
interface/gameplay improvements as well 
(for example, you'll be able to select multi- 
ple units and move them at once, so 
advancing a line should be much less 
tedious). Plans are for the game to be out by 
the holidays. Interested gamers can contact 
...by Design at 800-527-7472 or 
DesignInc@aol.com. —Scott Udell 
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On War 


Conducting the movement to contact 


enemy contact is made. At this point, 

the movement to contact evolves into 
a Meeting Engagement. The goal, once con- 
tact is made, is to overwhelm the enemy 
force before it can react to our presence. 
Avoid a piecemeal commitment of your 
force against the enemy force. 

The unit which makes contact (hopefully 
the scouts) deploys, reports, and develops 
the situation. The scouts maneuver to deter- 
mine the size and activity of the enemy 
force and avoid being decisively engaged. If 
the enemy is stationary, they determine if 
his positions are prepared and if mines and 
other obstacles have been emplaced. They 
look for enemy weapon positions, flanks, 
and gaps. However, they must ensure gaps 
do not lead into enemy kill zones. 

There are several possibilities when contact 
is made: the enemy might be surprised and 
not aware of our presence (sadly lacking in 
wargames), moving, stopped in unprepared 
positions, or stopped in prepared positions. 
Commanders have several options in these 
cases: bypass, hasty attack, deliberate attack, 
hasty defense, or hasty ambush. This month 
we will cover the bypass and the hasty attack. 


T he Task Force (TF) moves forward until 


Bypass 

This is only an option if the force is small, per- 
haps less than a company. It is seldom a good 
idea in a wargame. Figure 1 shows a scout 
platoon screening an enemy position while 
the rest of the TF bypasses. If the force is suffi- 
ciently small, then the TF fixes the enemy 
until it is clear. The fixing force must stay in 
position until it is relieved by follow on forces. 


Hasty attack 
A hasty attack may be launched directly 
from the line of march, particularly if the 
enemy is unaware of our presence, or after a 
short preparation to find out where the 
enemy is. If against a moving enemy, the TF 
deploys with the scouts forward to develop 
the situation, attacks mounted with tanks 
and personnel carriers, with overwatching 
units, and employs FASCAM, smoke, and 
other artillery fires to disrupt and isolate the 
enemy force and protect the friendly force. 
Figure 2 shows a hasty attack against a 
moving enemy: The lead tank team has 
assumed the hasty defense in order to fix 
the enemy. The second team has deployed 
and seized high ground to the enemy flank 
to provide overwatch and flank security 
while the scouts continue to move forward 
and cover potential enemy attack routes 
into the TF area. Finally, the trail teams move 
to attack the enemy. They may close and 
assault the enemy force or attack by fire. 
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Artillery is fired to block enemy approaches 
at choke points and to suppress enemy 
overwatching units. 

Figure 3 shows a hasty attack against a 
defending enemy. If the enemy is weak or the 
operation requires continuous forward move- 
ment, then a hasty attack must be launched. 
Normally, a flank attack is pre- 
ferred to a frontal attack, due 
to the high proportion of 
OPFOR anti-tank fires at all 
levels of organization. 

Fire and maneuver is used 
in order to suppress the 
OPFOR and maintain forward 
movement of the TF. One or 
more elements fire on the 
enemy while other elements 
of the TF move forward in 
order to place more effective 
fires on the enemy or to 
assault him. The maneuver- 
ing teams use a covered 
approach into the enemy 
rear, frequently preceded by 
the scout platoon. Care must 
be taken in these cases to 
ensure the TF does not blun- 
der into an enemy kill zone. 

When conducting a hasty 
attack two things must be 
avoided: committing the TF 
without understanding the 
situation or committing the 
TF piecemeal. The biggest 
problem US units face at the 
National Training Center or 
during simulation exercises is 
failing to mass fires and units 
on enemy units. For this rea- 
son, the TF masses its fires on 
only one or two platoons. A 
company attacks only one or 
two unsupported vehicles. In 
World War |, Rommel, as a 
company commander, fre- 
quently contrived to direct 
the fire of an entire regiment 
onto a position to support 
the maneuver and penetra- 
tion of a single squad. Once 
that squad gained access to 
the enemy defensive work, 
additional forces enlarged 
the penetration. 

Because of their vulnera- 
bility to enemy anti-tank 
fires, infantry fighting vehi- 
cles (IFVs) should not gener- 
ally accompany the assault. 
They halt at the last covered 
and concealed position, dis- 


charge their infantry, and support by fire. If 
fire is sufficiently weak, they can dismount 
infantry on or beyond the objective. When 
sweeping the objective, IFVs traverse the 
friendly side of the objective while tanks 
sweep the enemy side, in order to best pro- 
tect the unit. -Michael K. Robel 
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or the last year and more, real-time 
strategy games have flooded store 
shelves. Gamers can’t turn around 
without encountering yet another take on 
the tried and true Command & 
Conquer/Warcraft theme. Some of these 
games are merely wretched knock-offs of 
the inspired originals. Some are quite origi- 
nal, but woefully unfinished, unpolished, or 
otherwise poorly developed. Most are com- 
petent, if uninspired, derivative without 
being distinctive. Then, there are the true 
gems of this group, games that merge famil- 
iar concepts with brilliant execution. 
Microsoft's Age of Empires is such a game. 

On one level, Age of Empires is simply a 
real-time strategy game (like Warcraft II) 
with Assyrians and Babylonians instead of 
orcs or aliens. Gameplay will be instantly 
recognizable to anyone familiar with the 
genre. Each player has a group of units, 
ranging from basic builders to powerful 
warriors, and a 
host of struc- 
tures ranging 
from humble 
houses to tow- 
ering temples. 
Starting with 
but a few lowly 
units, players 
gather 
resources and 
research tech- 
nologies, all 
the while build- 
ing up power 
and increasing 
their numbers. 
A click-and-drag movement lassos a group 
of units; a right click sends them off to bat- 
tle. Up to eight players can struggle for 
dominance, including over the Internet, 
and custom maps and scenarios are of 
course supported as well. So far, so — famil- 
iar, if not boring. 

Yet, on another level, Age of Empires is 
much more than the sum of its parts. The 
single most compelling aspect of this game 
is its feel, its atmosphere. Instead of science- 
fiction, or fantasy, the game draws on 
ancient history for its inspiration. No, this is 
not a serious historical simulation, but there 
is real history in the details that make up 
each civilization. There are twelve different 
“empires” to chose from -itself a significant 
leap beyond the normal two or four - and 
each one is actually, meaningfully different. 
Each civilization has its own strengths and 
weaknesses, loosely based on their historical 
characteristics: the Assyrians field a mighty 


COMPUTER GAMES 


sgrR “Ss 
id ~ 7. ae a, 
1 ga 1p, = 
f - oo A ~ J ~ 
fi BAe i fj 
Pa "pee 
fs mo F 


Microsoft’s Mesopotamian marvel 


army, the Phoenicians a powerful navy, 

the Persians hosts of elephants. The civiliza- 
tions differ in economic and technological 
terms as well, with some boasting better 
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The easy way 
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Wonder - use 
the editor 


Death ona 
rocky shore -— 
but the price- 
less Artifact is 
worth the cost 


Build a won- 
der, it'll do 
wonders for 
your score 


farming 
and others 
faster vil- 
lagers, for 
instance. 
With the 
default 
technolo- 
gy tree in 
place, each 
civilization 
also has its 
own, 
unique 
research 
path. One 
will develop the most powerful ships, but 
never get the best archers. Another might 
aspire to powerful Legion infantry, but be 
sorely lacking in cavalry, while yet another 
might be ignorant of siege craft but be 
blessed with extremely effective holy men. 
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Winning with the Hittites, then, requires a 
very different strategy than winning with 
Yamato. Even the interface screen changes a 
bit to reflect the different cultures in play. 
Ensemble Studios 
has done a good job 
in making each civi- 
lization look different 
as well as act differ- 
ent. Basic structures 
for all empires are 
identical in the Stone 
Age, where most 
games begin, but at 
each successive Age 
(Tool, Bronze, Iron) 
the buildings take on 
unique aspects. By 
the time players are 
well into the game, 
each side looks dif- 
ferent enough that 
the fiction of control- 
es von ling distinct civiliza- 
tions is maintained. Other visual touches are 
spot-on as well. The gradual deforestation of 
the land is marked by tree stumps littering 
the plains, while beasts slain by hunters 
gradually decay into bleached skeletons to 
dot the landscape. There are several types of 
trees (with differing values as sources of 
lumber), four types of animals (not including 
the birds that soar overhead), fish, and 
whales which can be harvested, along with 
gold and stone. The world map, though 
smallish by imperial standards, is nicely con- 
toured, with 
hills, cliffs, 
and beaches. 
Elevation 
matters in 
combat, and 
units move 
faster going 
downhill than 
uphill. The 
overall look 
of the game 
is thus very 
detailed, and 
very satisfy- 
ing. A full- 
featured edi- 
tor is includ- 
ed, so custom 
scenarios should be ubiquitous with time. 
While the mechanics of Age of Empires are 
simple, the underlying structure is a bit more 
complex. In a random game, the most com- 
mon sort of contest for the solo gamer, each 
civilization begins with three villagers (the 
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only units which can actually build) and a 
town center. Each center supports up to four 
units, and each house built thereafter sup- 
ports an additional four units, up to the 
maximum of 50 units a side (more or less). 
Each villager costs a certain amount of food, 
while combat units cost various combina- 
tions of food, wood, or gold. Every civiliza- 
tion can build the basics, but advanced 
structures depend on the culture’s specific 
technology tree, and some cultures get 
bonuses unique to them. Where Age of 
Empires shines is in the diversity and detail 
of its units. Depending on the allowed tech- 
nologies, a civilization might develop multi- 
ple variations of siege engines, archers, 
infantry and cavalry units. As each civiliza- 
tion has different abilities, and no two are 
precisely alike, this assures that combat 
between players will likely also be combat 
between opposing tactical systems. Some 
units, like priests, offer capabilities that, if 
not unique (see M.A.X.'s infiltrators, for 
example) are unusual and extraordinarily 
well thought out. Priests can convert enemy 
units, breaking up attacks and providing free 
augmentation to the recruiter's intake (and 
unlike new construction, these conversions 
can occur regardless of how much housing a 
player has). Players can even upgrade 
priests, with things like Monotheism, 
Fanaticism, and the Astrology, adding a fair- 
ly unique dimension to the game. 

Okay, Okay; so far, despite the details, this 
still seems a lot like Warcraft 2.5: The History 
Lesson, but the feel of the game is much dif- 
ferent. From the CD-audio soundtrack (a 
cross between Peter Gabriel's Passion and 
something David 
Bowie and Brian 
Eno might cook 
up) to the excel- 
lent manual, the 
game carves out 
its own niche. 
Players can win in 
multiple ways: 
conquest, captur- 
ing ruins and arti- 
facts, points, build- 
ing Wonders. 
Team play is sup- 
ported in several 
ways, with true 
cooperative play 
(multiple players 
controlling one 
civilization) being 
possible as well. 
Internet play is integrated into Microsoft's 
Internet Gaming Zone, though it’s also pos- 
sible via any sort of Direct Connect connec- 
tion. The computer players are mean and 
sneaky at least, if not astoundingly bright. 
The random maps churn out a healthy vari- 
ety of geographical layouts, with some pro- 
vision for user input (coastal, inland, islands), 
and the canned scenarios and campaigns 
are imaginative. There are four campaigns, 
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including an excellent tutorial sequence, 
which span various cultures and eras. While 
not true linked scenarios, these campaigns 
are well-designed and interesting for the 
solo player. The random games are more fun 
in the long run, but the campaigns are inter- 
esting diversions. The number of multiplayer 
scenarios, 24, is impressive as well, particu- 
larly as random maps and deathmatch 
games (everyone starts with oodles of 
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resources) are supported too. Another wel- 
come feature is that all the multiplayer sce- 
narios can be played solo, with the comput- 
er filling in for missing humans. Up to three 
players can play using one CD, up to six with 
two; the full eight player game requires 
three CDs. 

Basically, this game takes an established, 
proven concept and develops it into an 
inspired product. There is no real reason, on 


Paper, why the game should be this good. 
Playing it, however, proves to be addictive. 
Even abject defeat engenders not frustration 
but a burning desire to try again. Say what 
you will, Microsoft knows how to support its 
developers; the level of testing (including a 
semi-public beta test), quality assurance, 
and support for this game really shows. It’s a 
polished product, one where the betas were 
almost solid enough for many other compa- 
nies to release. It isn’t flaw- 
less, by any means. Players 
expecting a serious historical 
sim will be disappointed. It’s 
really tactical combat mated 
with a strategic resource 
engine, not a true “strategy” 
game by the strictest 
wargamer’'s definition. Units 
sometimes do things that are 
pretty dumb, and don’t react 
quite as intelligently as they 
could. There could be more 
variety in the randomly-gen- 
erated terrain, and the lack of 
a truly dynamic 
campaign is a 
minus. Most of 
all, unit Al 
needs work, as 
too often units 
simply ignore 
enemies only a 
few pixels 
away; units also 
have a hard 
time moving 
through narrow 
passages. 
Nothing is per- 
fect, and Age of 
Empires is no 
exception. 
When it comes down to it, though, this 
game simply does not have any serious 
flaws. It is beautifully designed, skillfully exe- 
cuted, attractively packaged, and a hell of a 
lot of fun to play. Gamers who don’t normal- 
ly like real-time games should be pleased 
with slower pace of Age of Empires (speed is 
adjustable, of course). Gamers with an inter- 
est in history, and no aversion to a rather 
abstract rendition of same, should love the 
atmosphere and feel of the game. And any- 
one who appreciates a solid, lovingly-crafted 
work of design should appreciate the overall 
quality of this product. Ensemble and 
Microsoft have delivered a masterpiece, a 
game no one should scratch off their list 
without a good, close look. —Robert Mayer 


ene 


Basan oe ea 


Age of Empires 

Microsoft * www.microsoft.com * 
Requirements: Windows 95, NT 4.0, 90 MHz 
Pentium or higher, 16MB of RAM, 4X CD- 
ROM * Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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USA. Play one large campaign and 
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which-are playable as either Axis ; 
or Allied forces. Edit scenario and 
unit data with the powerful Battle 


Editor for enhanced gameplay and 


extended replay. And with full 
multiplayer support, battles can 
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include up to four players. 
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Dark Reign 


The rush to multiplayer continues 


he year of the real-time strategy game 
is finally in full swing. With the sum- 
mer releases coming out late, gamers 
have recently been bombarded by these 
games. Like the Doom-clone era, real innova- 
tion has been scarce; minor improvements 
upon earlier releases has become the com- 
mon theme. Activision’s Dark Reign: The 
Future of War weighs in as a game with a lot 
to offer, but with significant weaknesses that 
keep it from shining above its competitors. 

Graphically, Dark Reign doesn’t offer much 
that we haven't already seen. Video clips are 
scattered (thinly) throughout the game, but 
there are so few of them they appear to be 
little more than tokens. The units look 
decent and the terrain is nice, but again it’s 
not anything that hasn't been done before. 
A few new ideas stick out, though; one nice 
feature is the addition of terrain elevations. 
Sadly, the perspective is so close to being 
vertical 
that it’s 
hard to 
make out 
where the 
hills are, 
giving the 
game a 
somewhat 
two- 
dimension- 
al feel. At 
times the 
only way to 
tell there is 
a hill is 
because it’s 
blocking 
the line of sight of your units. 

Perhaps the most impressive aspect of 
the terrain is the use of trees. Units can slip 
under the canopy of a dense forest, disap- 
pearing from an opponent's sight. Also, dif- 
ferent kinds of terrain affect the units in 
different ways. Wheeled vehicles get 
bogged down in mud, and cliffs can be 
scaled only by infantry. A water-dominant 
map makes the use of hover craft crucial 
and maps full of cliffs make infantry an 
essential unit. This allows a great deal of 
variation in the strategy from map to map, 
which is quite refreshing. 

Back when Dune // came out, people said 
“Wow, | wish this game had multiplayer;” 
now the same folks are wishing games had 
better single player qualities. The rush has 
definitely been to network and Internet play, 
which is sad because most people only have 
dial-up Internet connections and no local 
area network access at all. With Dark Reign, 
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Activision has followed the crowd; the single 
player game seems to be little more than a 
training session for multiplayer. 

One nice feature of single-player is the 
tutorial. The player has the option of playing 
a couple introductory missions in which all 
the features of the game are made clear. 


Infantry can 
hide under 
foliage 


An artificial 
earthquake 
rumbles 

through the 
enemy base 


Sky 
Fortresses— 
expensive, but 
your opponent 
will hate them 


Sell Water 
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(This is ig 
especially ) rat 
nice for 
those of us 
who consid- 
er the man- 
ual a last 
resort.) 
Once the 
tutorial is 
finished, 
though, the 
single play- 
er game 
goes steeply 
downhill. The plot line is weak, to put it 
mildly. The premise is a war between the evil 
Imperium and the small but resilient 
Freedom Guard. Before each single-player 
mission is a short briefing saying how the 
battle fits in with the general scheme of 
things, but one mission is completely unre- 
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lated to the next. The single player outlook 
goes from bad to worse when we see that 
there are only 12 missions for each side. 

On the other hand, those few missions 
were more than enough after experiencing 
the lack of innovation in the game’s artifi- 
cial intelligence. Apparently the comput- 
er’s favorite strategy is to 
try to irk the player into 
submission by annoying 
him with tons of unpre- 
pared random assaults. But 
fear not, fellow humans; the 
computer's evil plan can be 
foiled by a few strategically 
placed gun turrets. After 
that it’s wave after wave of 
dead enemy troops as a 
strike force is built to finish 
the mission. In short, the Al 
is less than awe inspiring. 

Despite these shortcom- 
ings, Dark Reign does make 
several contributions to its 
genre. There is a nice waypoint feature, 
which includes the option for looping the 
waypoints around to create a patrol path. 
With limited fields of vision being further 
constricted by different terrain, patrols 
around one’s base can be very useful. 
Another option is the scout order; simply 
tell a unit to scout and it will explore the 
map, avoiding any enemies it encounters. 
Also, there are two derivatives of the scout 
command: “harass” and “search and 
destroy.” Harass orders a unit to irritate 
and general- 
ly annoy 
your Oppo- 
nent by 
numerous 
limited 
attacks 
while 
“search and 
destroy” 
makes a unit 
go find an 
enemy and 
try to kill it. 
All of these 
features are 
well done, 
and can bea 
crucial part of winning a game. 

Another neat feature is the ability to 
assign “exit points” for newly constructed 
units. For each assembly plant or training 
facility, the player can select a location to 
which new units move, saving the player 
from manually reinforcing the front line. 


Also, Freedom Guard players can “pack up” 
and move certain buildings, which can add a 
twist to a game. (After seeing this in the 
manual, you may envision mobs of migrat- 
ing gun turrets. Alas, the turrets can’t be 
moved, so we'll never hear frenzied cries of 
“Hey, how did that Neutron Accelerator get 
inside my base?!!” ) 

If anything can be said about the game, it 
has a long list of bells and whistles... per- 
haps even too long. The beauty of some ear- 
lier games of this genre is an elegant sim- 
plicity combined with layers of strategy to 
make them addictive. Anyone who’s played 
much multiplayer Warcraft I] can attest to 
this. Activision is taking a different approach: 
the simplicity is being sacrificed for more 
and more features. Does this approach make 
a better game? That depends on the useful- 
ness of these features. 

Fortunately, the bells and whistles for 
Dark Reign can be quite 
handy in combat, with very 
few exceptions. You may 
not use all the features in ee 
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every battle, but you will You recemed 3008 credits 


find yourself using most of 
the features most of the 
time. A player that doesn’t 
use the scout option will 
be at a disadvantage to 
one that does. The bells 
and whistles in the game 
are far from a marketing 
ploy; they effectively make 
the game a more intense 
gaming environment. 

No review is complete 
without a look at the pieces 
with which players do bat- 
tle. Dark Reign has much of the standard 
fare: tanks, infantry, artillery, and gun turrets 
are all on the menu. But also included are 
some that help make the game unique. 
There are scouts that morph into trees (very 
useful) and the devastating Sky Fortress 
that destroys tall buildings in a single blast 
(hard to get, but well worth the wait). What 
makes Dark Reign nice is that almost all of 
the units are actually useful. Infantry are not 
squashed by dozens of oncoming tanks. 
The artillery has such long range that you 


can actually have it shelling Although the basic forces are roughly 
the enemy base from within equivalent, each side has a few special 


your own (the limiting fac- weapons that the other lacks. Surprisingly, 
tor in many cases is the abil- _ the sides are balanced quite well. There is 
ity to see the target). no clear advantage to playing one side 
Also, the units behave over the other, and the tactics can change 
much smarter than in most significantly by switching. 
games of this genre. This brings us to the most brilliant stroke 
(There’s nothing quite so in the game: there is no equivalent of Red 
frustrating as having a Alert’s tank rush. Gone are the days of 


building medium tanks as 
fast as possible; Dark Reign 
forces the player to con- 
stantly respond to new situa- 
tions and scenarios. Even if a 
mechanical strategy works 
on one map, it will fail else- 
where. For the thousands of 
players that have grown 
frustrated seeing large 
swarm of tanks mob your 
base, the solution may have 
arrived. 

Dark Reign has some seri- 
ous drawbacks, but it also has 
some great advantages. When 
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Air, ground, and hover units . 
combine for unique battles x Anos art Decoy 


considering this game, remember this: it is a 
multiplayer game. Period. Without an 
Internet connection, modem, or LAN to play 
on, there just isn’t much to this game. The 
graphics and concept behind the game are 
nothing that hasn't been done before. While 
there is little innovation, there are fixes to 
many of the complaints people have had 
about earlier real-time strategy games. Dark 
Reign is an evolutionary step. It is a good 
game, with an impressive list of features that 
puts it above many of its competitors. If 
you're looking for new graphics or a good 


group of flame-throwers fry themselves to plot line, it may not be for you. But if you're 
death when trying get around a tree.) The interests lie in the multiplayer arena, Dark 
attention that wasn’t paid to the enemy Al Reign is definitely worth a look. —Ryan Brush 


was given to the units’ routing routines. If a 

player selects a group of units at Point A and 

tells them to go to Point B, they take the : 

best route, finding their way there consis- | Dark Reign 

tently and reliably. The player finally feels § Activision * www.activision.com « 

like a commander, not an Orc shepherd. Requirements: Windows 95, 9OMHz Pentium 
Another nice aspect is that the or higher, 16 MB RAM, 2X CD-ROM + 
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t a time when nearly every game on 
A the crowded store shelves bears a 

suspicious resemblance to its neigh- 
bor, it will not surprise most gamers to learn 
that the trend of cloning popular games has 
done them a great disservice. What might be 
Surprising is the nature of that disservice — 
the tainting of the reputation of evolution- 
ary game designs. Not everything can be 
completely new and different, and building 
on good ideas is sometimes as worthwhile 
an endeavor as coming up with new ones. 
Many clones fail to follow through on the 
“building” part, however, and while emula- 
tion and evolution are not really the same 
thing, the distinction is sometimes lost. 

As a game of resource management and 
tactical combat, Total Annihilation is not 
fundamentally different from anything that 
has come before, but it is nonetheless an 
evolutionary leap for the genre of real-time 
Strategy. By building on the strengths of its 
predecessors in almost every respect while 
simultaneously addressing their weakness- 
es, it manages to achieve a distinct charac- 
ter despite its derivative roots. 

In the far future, 
the development of 
a process called 
“Patterning” allows 
human conscious- 
ness to be trans- 
ferred into 
machines and has 
split humanity into 
two opposing fac- 
tions. The Core 
believes that all 
humans should 
undergo this 
process and take 
advantage of the 
virtual immortality that it offers, while the 
Arm believes that Patterning is an atrocity. 
Their war has reduced much of the civilized 
galaxy to ruins. Which faction is right? It 
doesn't really matter — the story is little more 
than a backdrop for the game’s epic battles. 
As either the Core or the Arm, the player 
moves from world to world, seizing tactical 
objectives and searching for the Galactic 
Gate which will enable them to carry the war 
deeper into enemy space and ultimately to 
the enemy’s home world. Both the Arm and 
the Core boast a single-player campaign of 
25 scenarios, most of which are unique in 
setting and objective. Many players will find 
over 100 hours of gameplay before even 
touching the multiplayer mode. 

One of the most daunting obstacles the 
next generation of real-time strategy games 
face is reconciling the desire for more 
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Total Annihilation 


Warcraft all over again... ina good way 


detailed control with the necessity of having 
a fast and simple interface. Defying the para- 
dox, Total Annihilation does both. The inter- 
face is one of the game’s greatest strengths, 
and while the options it provides are simple 
and intuitive to learn and use, they can be 
employed in surprisingly complex ways. The 
player can give any number of multiple com- 
mands to units, for instance, simply by hold- 
ing down the shift key while giving them. 


[top to bottom] 


guard... 


pass... 


ly annihilated 


The unit will then carry out 
the commands in its queue 
in the order in which they 
were given. There is no 
more clicking involved than 
there would be if the com- 
mands were given one at a 
time, and by giving units a 
number of tasks to keep 
them occupied players 
spend less time baby-sitting and more time 
planning their strategy. The units can also be 
given standing orders by toggling their 
aggressiveness and mobility traits, which 
control the amount of leeway they have in 
holding both position and fire. It is a simple 
set of controls to operate, but the combina- 
tion of these two factors can make units act 
in nearly any fashion players might desire. 
The structures that produce units can be 


The Arm launches a sur- 
prise amphibious assault 
on the Core’s rear 


...While another Arm 
force storms a mountain 


... rapped between the 
mountains and the sea, 
the Core forces are quick- 


The units are 
3d rendered 
objects rather 
than sprites. 
Good dog! 


given multiple commands in the same way 
that the units themselves can — simply click 
on whatever units you want a structure build 
and it will churn them out in the order you 
entered. You can order the 
structure to produce units 
with specific mobility and 
aggressiveness settings, and 
you can even tell it where to 
send them when they 
emerge. Each feature seems 
to reduce the micro-manage- 
ment more than increase it - 
players can have their cake 
and eat it too. 

Best of all, the single-play- 
er interface allows players to 
pause the game. They can 
survey the battlefield, set 
Standing orders, and even 
give queued commands 
while the action is frozen. It is a 
very simple feature that 
addresses the biggest complaint 
Strategy gamers have voiced 
concerning real-time games — 
the dominance of fast action 
over carefully planned strategy. 
In Total Annihilation you can 
have either or both, and the 
option is very welcome. 

Some of the obvious innova- 
tions in 
gameplay 
are easy to 
recognize. 
Both the 
terrain and 
the units 
are ren- 
dered in 
3D, and 
while it 
makes for 
some stun- 
ning visu- 
als, it affects gameplay even more profound- 
ly. Tanks and infantry tilt and roll on inclines, 
aircraft bank into turns and perform barrel 
rolls and wingovers. The terrain is a broad 
canvas of rolling hills and valleys, towering 
trees and dense foliage, boulders and craters 
and ruins. Add a detailed system of physics 
and you have a tactician’s dream (or night- 
mare) come true. , 

Terrain affects not only line of sight, but 
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also line of fire. Many units employ flat tra- 
jectory weapons that can be blocked by ter- 
rain, but a variety of artillery and missile 
units and emplacements can lob shells over 
hills or even mountains. Situating artillery 
units on high ground increases their range, 
sometimes to the point at which they can 
fire farther than they can see, making it nec- 
essary to employ another unit or radar for 
spotting purposes. The physics are not limit- 
ed to artillery trajectories, either. Wind varies 
in direction and speed in each scenario, and 
is largely dictated by the conditions of the 
planet on which the scenario takes place. At 
first it may seem that this has little impact 
on the game aside from a few visual effects 
— wind generators turn to face the wind, and 
smoke streams from the wrecks of units in 
the direction the wind is 
blowing. The atmosphere of 
visceral realism this places on 
the battlefield is welcome 
enough, but watching as for- 
est fires spread in the direc- 
tion the wind is blowing 
reveals a system of physical 
laws which is more complex 
than is immediately apparent. 

The fashion in which these 
fascinating little details keep 
surfacing as the game pro- 
gresses is reminiscent of 
Warcraft Il... in a good way. 
Additionally, while many of the 
details in Warcraft Il were deco- 
rative (the amusing verbal 
retorts of your units, for 
instance), most of the details in 
Total Annihilation affect game- 
play in a more direct fashion... 
as in the case of the wind. 

The game places a firm 
emphasis on a combined- 
armed force, and to that end 
it offers a dizzying array of 
ground, sea, and air units. The 
Arm and the Core have 
roughly 75 units each, 
and while the roles of 
the units in each fac- 
tion are largely similar, 
many units have their 
own distinct tactical 
advantages. Several 
units, such as the 
Core’s mobile radar 
vehicle or the Arm’s 
“Spider” tank (which 
possesses the ability to 
climb sheer walls), are 
completely unique to a 
given faction, while 
other differences are merely cosmetic. One 
essential unit employed by both factions is 
the commander, a unit which represents the 
player on the battlefield. The commander 
can build basic structures and produces a 
small amount of the metal and energy 
resources needed to survive. He has power- 
ful combat abilities as well, but using them 
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Arm aircraft fall before Core anti-air defenses 
like wheat to a scythe 


Dragon’s teeth and weapon emplacements 
block a narrow pass, while artillery and anti- 
air Kbots stand hold the ridge above 


This airbase, situated on a high plateau, is rel- 
atively safe from ground attack 


The blasted, volcanic landscape of Barathrum 
is a bit like Los Angeles in the summer 


is a risky endeavor — if the commander is 
killed the player loses the scenario (this is 
an optional feature in multiplayer games 
and in single-player skirmish mode). 
Overall the assortment of units provides 
enough variation between the two oppos- 
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ing forces 
to keep the 
game inter- 
esting, 
while still 
maintaining 
a balance 
between their tactical capabilities. 

The development of structures needed to 
build these units is relatively open-ended, 
providing the player with opportunity to 
attempt a number of different strategies for 
building an army. Infantry, armor, aircraft, 
and naval units each have a separate con- 
struction hierarchy, and players can opt to 


develop these elements in any order. These 
elements compliment each other on the 
battlefield, and mutual support roles are as 
beneficial as one might expect. More so 
than any other real-time strategy game 
that has come before, Total Annihilation 
presents the player with a large variety of 
battlefield tactics that work in a believable 
and logical fashion. 

The scenarios provide ample opportunity 
to use these tactics. Both the single-player 
campaigns and the multiplayer maps pro- 
vide a wide variety of alien worlds to do 
battle on, and the varying alien vistas are 
distinct in their visual style and tactical 
potential. The war rages across forested 
foothills, blasted volcanic plateaus, windy 
glaciers, alien seas, and the completely 
metallic super-city that is the 
Core home world. The variety of 
changing battlefields keeps the 
gameplay fresh throughout the 
long campaigns. 

Are there any flaws in this real- 
time gem? Unfortunately there 
are a few. While the Al in the sin- 
gle-player campaign mode is 
quite challenging, it performs less 
impressively in single-player skir- 
mish mode. The manual is horribly 
vague and uninformative, and 
while it explains what each of the 
interface controls is for, it fails to 
adequately explain how to use 
them. Only the intuitive nature of 
the interface keeps this from 
being less damaging. None of this 


significantly mars the fun or the excellent 
tactical gameplay, however, and Total 
Annihilation greatly surpasses its predeces- 
sors in both areas. Here is to the evolution of 
the genre. —Benjamin E. Sones 


Total Annihilation 

Cavedog Entertainment * www.totalannihi- 
lation.com * Requirements: Windows 95, 
133MHz Pentium or higher, 16MB of RAM, 
4X CD-ROM * Multiplayer: 2-8 players (with 
increasing hardware requirements per play- 
er), Internet, LAN, modem, serial 
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Fly over a dozen types of single missions for 
quick action or select Campaign play to 
experience the full historical impact of 
Red Baron® II. Fly for Britain, France, the U.S. 
or Germany. Progress from a lowly wingman to 
squadron commander, earning rank, prestige 
and better aircraft on the way. 


Now he’s your ultimate opponent. 


Phe Baron is back! 


Dynamix’s revolutionary new 3Space™2.0 engine 
leaps ahead of the competition with unmatched 
realism in terrain modelling, stunning graphics 


and the most advanced flight models ever brought 
to the home computer. 
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non-historical pilots are recreated with unbelievable 
realism by Dynamix’s new ACE AI™ system. As you 
attempt to take out a computer-driven opponent, 
your only complaint may be that the AI is too good! 


Edit existing missions or customize one of your 
own with the Dynamix Mission Builder™. From 
within historical settings, you control everything 
from objectives and flight plans to plane types and 
pilots, assuring a nearly limitless variety of missions. 
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Customize the look, colors and insignias of your 
planes in the Plane Paintshop. Use provided patterns 
and palettes or import your own custom artwork 
from any standard paint program. 
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No purchase necessary: To enter, send a standard size postcard containing name, address, phone number and e-mail address to “CGSP Flying Nightmares 2 Contest”. 651 Brannan Street, 4th Floor, San Francisco, CA 94107. No purchase or pay- 
ment of any money is necessary to enter. One entry per household. Mechanically reproduced entries will not be accepted. Entries must be received by January 15, 1998. All entries become exclusive property of EIDOS Interactive and will not be 
acknowledged or returned. Only one prize per family, organization, or household. 2. Prizes: One Grand Prize: Grand Prize winner will receive a Rendition Accelerator, ACT Eagle Flight Stick, copy of Flying Nightmares 2, Strategy Guide, and Flying 
Nightmares 2 poster. Grand Prize has an approximate retail value of $400.00. Five First Prize winners will receive a ACT Eagle Flight Stick, copy of Flying Nightmares 2, Strategy Guide, and Flying Nightmares 2 poster. First Prize has an approximate 
retail value of $200.00. Ten Second Prize.winners will receive a copy of Flying Nightmares 2, Strategy Guide, and Flying Nightmares 2 poster. Second Prize has an approximate value of $75.00. Winners will be determined by arandom drawing from 
all valid entries by EIDOS Interactive whose decisions are final. Drawing will be held on or about February 15, 1998. All prizes will be awarded. Prize(s) are non-transferable. No substations are allowed, except at the option of EIDOS Interactive should 
the featured prize(s) become unavailable. The odds of winning will be determined by number of valid entries received. 3. Eligibility: Sweepstakes open to residents of United States and Canada. Non-compliance with the time parameters contained 
herein or return of any prize/prize notification as undeliverable will result in disqualification and an alternate winner will be selected. In the event of disqualification, Grand Prize, First Prizes and Second Prizes will-be awarded to the next available entry. 
Runner up winners will be notified by mail. By acceptance, winner(s) agree to the use of their name and/or likeness for purposes of advertising, trade, or promotion without further compensation, unless prohibited by law. EIDOS Interactive is not 
responsible for any damages, taxes. or expense that consumers might incur as a result of this contest or receipt of prize. Winners accepting prize(s) agree that all prize(s) are awarded on the condition that EIDOS Interactive and its agents, repre- 
sentatives, and employees will have no liability whatsoever for any injuries, losses.or damages of any kind resulting from acceptance, possession, or use of the prize(s). 4. List of winners: For a list of winners, send a self-addressed stamped enve- 
lope to EIDOS Interactive, CGSP Flying Nightmares 2 Sweepstakes, 651 Brannan Street, 4th Floor, San Francisco. CA 94107. Requests for winners must be received by January 30, 1998. Allow 4 weeks for delivery of winners list. 5. Restrictions: 
Void where prohibited or restricted by law. All federal, state and local regulations apply. 6. Sponsors: This sweepstakes is-sponsored by EIDOS Interactive Computer Games Strategy Plus, ACT Labs, and Rendition. EIDOS Interactive and Flying 
Nightmares 2 are trademarks of EIDOS, Pic. © 1997 EIDOS. Eagle Flight Stick and ACT LABS are trademarks of ACT Laboratory Ltd. © 1997 ACT Laboratory Ltd. All Rights Reserved. Printed in USA. 
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You’ve been warned. 


Outpost 2: Divided Destiny 


If at first you don't succeed, try a sequel 


he original 
Outpost is sym- 
bolic of games 
released before 
they're complete. It 
has come to repre- 
sent the bitter disap- 
pointment we feel 
when a company 
cuts corners and falls 
woefully short of 
what was expected. 
So the big question 
surrounding this 
sequel to Sierra's dis- 
astrous release is 
whether they've 
redeemed them- 
selves. But of course 
they're well aware of 
the scrutiny this 
game will receive, 
the inevitable com- 
parisons, the old 
wounds poised for re-opening, the indig- 
nant masses ready to cry out injustice all 
over again. So it should come as no surprise 
to discover that Outpost 2 is better than the 
original. There are no promised features 
missing. It is solid, stable, complete, pol- 
ished, and player-friendly. In fact, two-thirds 
of the manual is a slow and methodical step- 
by-step walk-through of the game's features 
and how to work them. It's as if Sierra is say- 
ing, "Just to make sure there are no misun- 
derstandings, here's exactly what the game 
does and here's exactly how you do it." 

But the cardinal sin in game design, per- 
haps even more heinous than making an 
incomplete or buggy or confusing game, is 
making a dull game. Like decaffeinated cof- 
fee or alcohol-free beer, Outpost 2 feels like 
the real thing, but without the kick you'd 
expect. It straddles a few genres without the 
essential ingredients that make each one 
successful: it is SimCity without the charm, 
Warcraft without the personality, Command 
& Conquer without the detailed action, and 
Master of Orion without the epic sprawl. 

Outpost 2 most closely resembles SimCity 
in terms of gameplay. The player's primary 
task is colony management, balancing the 
needs of the colonists with the available 
resources; in effect, using power, ore, 
research, and labor in the combination that 
most efficiently boosts morale and causes 
baby colonists to happen (it's safe to say the 
point of this game is to encourage your 
colonists to have sex). Progress is tracked 
through various reports detailing power 
usage, morale, and population distribution. 
SimCity-esque disasters will occasionally 
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hinder your efforts, particularly on the 
higher difficulty levels. You'll have to 
research technological advances and fight 
the occasional battle, but building the 
structures to protect and house happy fam- 
ilies is the key to everything. Many of the 
scenarios are like puzzles in which you have 
to cobble together a functional colony 
before a certain time limit runs out. In some 
of the scenarios, there is only one success- 
ful route to victory, so you'll have to replay 
it several times before you succeed. For 
many players, this will mean frustrating 
brick walls as early as the third mission. 
Luckily, there are more open-ended scenar- 
ios available and a great variety of maps 
available for multiplayer games. 

But what makes SimCity entertaining is 


Say "hello" to your colonists; this is as 
close as you'll get to them 


In the proud tradition of Pompeii, Mt. 
Pinatubo, and Montserrat, there's noth- 
ing like an advancing pool of lava to 
level a few buildings 


For so small a cloud, this storm's light- 
ning packs quite a wallop 


Tank rush, anybody? 


missing from Outpost 2. Whereas the bare 
terrain in SimCity grows into a colorful and 
lively urban sprawl, Outpost 2's barren land- 
scapes sprout a few generic-looking build- 
ings haphazardly organized. Recreation facili- 
ties look like ore smelters which look like 
vehicle factories which look like nurseries. 
Some buildings boast a few lackluster anima- 
tions: a moving panel here or a sparking 
cable there, perhaps a puff of steam or a slid- 
ing door. People tubes must connect each 
structure, but the graphics leave conspicu- 
ous gaps between the end of a tube and the 
building itself. It's not difficult to connect 
structures once you get used to this, but it's 
just another visual shortcoming. The biggest 
problem is that nothing looks alive. You 
wouldn't know anyone lived here except for 
a single monochrome report 
detailing how many children, 
workers, and scientists you have. 
All the people are shut indoors 
never to show their faces. It's 
SimCity without the charming bus- 
tle, set in a dreary colony limited to 
a couple hundred unseen folks. 
Partly compensating for this 
lifelessness, the scenarios in 
Outpost 2 tell a passable story of 
two competing philosophies on a 
barren planet. The colonists of 
Plymouth want to adapt to the 
harsh environment, while those of 


Eden hope to terraform the planet into a 
second Earth. It's not as dramatic as hordes 
of orcs or the legions of Nod, but it's fleshed 
out nicely in two parallel campaigns. The 
backstory emerges through what might be 
called text-based cutscenes: each scenario is 
introduced with a chapter from a novella. It's 
a well written, character-driven story, but it 
slices up into a poor substitute for gamers 
accustomed to dazzling animated 
sequences. And apparently Sierra didn't 
think they could get away without 
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cutscenes, since they did include a few per- 
functory repeating sequences. 

Since it's real-time, Outpost 2 will be 
lumped in with the holiday glut of Command 
& Conquer clones. But as a combat game, it 
comes up short since the emphasis is on 
colony micromanagement. Direct player 
input is required for building structures, 
bulldozing roads, repairing damaged or 
deteriorated buildings, controlling vehi- 
cles, surveying mining sites, and assigning 
colonists. On the whole, Outpost 2's fluid 
interface makes this as painless as can be, 
but there are a few annoying hitches. For 
example, whenever you want to load a 
truck, something you do constantly as 
you build new structure, you have to 
endure the niggling annoyance of a four 
second animation. A smoothly-run colony 
requires the careful use of workers and 
scientists, but you have to manually jug- 
gle them to maintain peak efficiency. 
Scientists will have to be taken away from 
research projects when new buildings go 
up and workers have to be shuffled to 
keep vital buildings online and unneces- 
sary ones idled until they're needed. All this 
wouldn't be so bad if it were the game's exclu- 
sive focus. But in combat situations, Outpost 2 
is not like it's real-time cousins, where you can 
leave your buildings to their own devices 
while you manage an assault. 

There are a limited number of fighting 


Outpost 2's predictions 
about the future 


* Scientist will become a bunch of lazy 
whiney babies (morale drops if they're 
assigned to regular work) 


The Teamsters won't be around any 
more (there are no drivers in vehicles) 


The unemployed won't have sex 
(birthrates drop if your workers aren't 
kept busy) 


If you don't tell people about health 
care, they won't need it (there's no 

morale loss from a lack of hospitals until 
you research Health Maintenance) 


Ping Pong will become the favorite pas- 
time (click on a Recreation Facility and 
listen to what they're doing) 


Adult supervision for daycare will be a 
cake walk (it only takes one worker to 
staff a nursery crammed with 50 babies) 


The eyeball will become the sensor of 
choice (vehicles with their lights off can 
sneak up undetected on their opponent) 


Paint will become passé (all Plymouth 
buildings are brown; all Eden buildings 
are gray) 
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[from left to right] 


Can you tell the research labs from the ore 
smelters? The structure graphics aren't much help 


Don't mind the gaps; despite appearances, the 
people tubes are actually connected to this 


structure 


units, created by mounting one of a half 
dozen available weapons on a guard tower 
or chassis. Unlike Warcraft, there is no main- 
tenance limit on the number of units that 
can be built, so tank rushes will tend to 
decide battles rather than clever tactical 
combos. To be fair, the weapons are nicely 
varied: there are area effect, freeze, dis- 
abling, and long range attacks. But the unit 
management doesn't lend itself well to tak- 
ing advantage of different weapons' capabil- 
ities, an almost impossible task if you're also 
trying to keep your colony running. On the 
lower difficulty levels, combat is almost an 
afterthought, even in the later scenarios. But 
in multiplayer games, or games on harder 
difficulty levels, you can't spend the neces- 
sary time with combat if you want efficient 
growth and balanced development. Many of 
the scenarios take this into account with an 
either/or approach: they are either structure- 
based missions or vehicle-based missions. 
The difficulty in balancing these two aspects 
of Outpost 2 is the most conspicuous symp- 
tom of its genre schizophrenia. 

Outpost 2's strongest feature is its tech 
tree, an extensive branching structure of 
advances your colony can research. These 
advances develop your buildings and vehi- 
cles nicely, as well as opening various 
options for power, mining, and disaster safe- 
guards; as with Master of Orion or 
Civilization, each new advance alters the 
game slightly. But given their enigmatic 
names (Hot-Cracking Column Efficiency? 
Large Scale Optical Resonators? Cybernetic 
Teleoperation?), they're hard to follow and 
don't make sense until you've played several 
times. Whereas the first Outpost was daunt- 
ing partly because of its adherence to hard 
science, Outpost 2 intimidates by using big 
words to describe simple concepts. For 
instance, to build meteor defenses, you have 
to research a High Energy Ray Composite 


Projector. Huh? It doesn't help that 
the manual's coverage of vehicles 
and structures includes no infor- 
mation about these technologies. 
Rather, the details are tucked away 
in a hard-to-find text file that 
installs onto your hard drive. This 
file explains everything thoroughly 
and it prints out into an attractive supple- 
ment. But if Sierra wasn't going to include 
this information in the printed manual, they 
should have at least made it more promi- 
nent; it's not even mentioned in the 
README.TXT file. 

The biggest problem with Outpost 2 is the 
aforementioned lack of kick. It's just not very 
thrilling. Yes, it's solid. Yes, it's complete. Yes, 
it works as advertised. But it doesn't draw 
you in with the allure of doing better next 
time, or the mystery of seeing what chal- 
lenges lie ahead. There's no sense of discov- 
ery. There's very little sense of accomplish- 
ment. Combat isn't very well integrated 
(almost any damage to your colony will crip- 
ple you and throw you hopelessly off kilter). 
Disasters may as well be random damage 
applied to your buildings (storms and mete- 
ors) or sudden swaths of terrain made 
impassable (lava). Building structures and 
shuffling colonists gets tedious after a few 
games. The time limits may lead to a bit of 
tension as you fight to meet your goals 
before lava or blight overruns your colony, 
but this is a contrived thrill that comes with 
finding the scenario's correct solution. By far 
the most exciting thing during the delicate 
early stages of a scenario is the quiet little 
tone that announces the birth of a new 
child, the death of a scientist, or the training 
of a worker. It says a lot about a game when 
these mundane events are more significant 
than earthquakes, volcanoes, or rampaging 
tanks. -Tom Chick 
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Outpost 2: Divided Destiny 

Sierra * www. sierra com 
Requirements:Windows 95, 60MHz Pentium 
or higher, 16MB RAM, 4X CD-ROM = 
Multiplayer: 2-6 players, Internet (via SIGS), 
LAN, modem 
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Incubation 


Single-player puzzle, multiplayer delight 


ncubation is Blue Byte’s latest foray into 
their Battle Isle series of sci-fi strategy 
games. Instead of a top-down, futuristic 
“wargame” of the earlier titles, it purports to 
place gamers into tactical combat situations 
a la X-COM or Jagged Alliance. The game’s 
story, however, has little tie-in with the 
series, and is self-contained: after accidental 
exposure to a human virus (Herpes 
Simplex...wonder how they got it?), the 
peaceful inhabitants of the planet Scayra 
have begun to mutate into violent, deadly 
(and pretty dumb) creature who are now 
attacking the human colony on their planet. 
You command a squad of Marines who are 
charged with dealing with the incursion in a 
game that - knowingly or not — recreates 
the feel of the movie Aliens. 

The game starts off with a tremendous 
visual bang. Blue Byte used the 3D graph- 
ics engine from their Extreme Assault game 
to create what has to be the most impres- 
sive visuals on any strategy game yet 
released... and that’s before you 
run it on a 3Dfx-equipped 
machine. On a 133MHz Pentium 
without a 3D card the game ran 
noticeably slower than on the 
same machine with one. Of 
course, as this is a turn-based 
game, speed isn’t critical, so the 
occasionally slow animation of 
characters shouldn't interfere 
with enjoyment (much). Sound is 
also a treat; from the moody 


music to the weapons and alien aa 


can play-by-e-mail and even hot-seat (the 
latter are almost chess-like, as you move 
one character per side at a time). You can 
either choose to build your squads from 
pre-set characters (“mercenary mode”) or 
design them from the ground up (the one 
flaw of multiplayer: only one player at a time 
can design and deploy their squad; others 
must wait). Choose one of the included 
maps, set conditions, and off you go; in 
this mode /ncubation really feels like a 
tactical-level strategy game. 

Then there’s the single-player campaign, 
where, unfortunately, gamers will probably 
spend most of their time. Why unfortunate- 
ly? Because it’s here that the designers turn 
the excellent tactical squad-level multiplayer 
game into what is, at many times, a fancy 
puzzle game. Many missions — especially 
those with turn limits — require you to throw 
out the idea of tactics to move through the 
mission in a very particular manner. While 
the weapons mix you choose for your squad 
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effects it’s excellent, and helps to 
give you an “I am Ripley” feeling. 

Many of Blue Byte’s games 
have had interfaces best 
described as obtuse, but it appears 
they've learned their lesson; 
Incubation’'s interface is well laid out 
and easy to pick up. Click on a unit, 
choose a target, and fire; or, select a 
movement point and direction to 
face once reached, and off the char- 
acter goes. Characters can be set in 
defensive mode, and react appropri- 
ately during the enemy turn. During 
combat, there are no separate inven- 
tory screens; the few items you can 
work with all appear on a character 
bar. 

The game is best in its multiplayer 
modes. Sending a squad up against a 
human-controlled squad is extremely 
enjoyable. The tension level can grow 
quite high, largely because the turns 
are relatively short. The variety of 
modes is impressive as well; aside 
from the usual LAN and Internet, you 
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Not a happy sight for our intrepid trooper 
(first person is one of the game’s several 
view modes) 


The jetpack is extremely useful and a nasty 
surprise to the unsuspecting in multiplayer 


Hmm... looks like someone found the pre- 
sent left for them 
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may let you take a 
different approach 
at times, you still feel 
like you're turning the 

Rubic’s cube in a differ- 
ent order. The challenge in 
the single player games is 
not provided by the Scay'ger 
enemies - the Al in them 

appears almost non-exis- 
tent (restarting a particular- 
ly tough puzzle mission for 
the nth time seems to show the same Al 
movement pattern repeated again and 
again) — but instead by the mission's design. 
Sometimes success in a mission comes down 
to tiny little details, and you have to redo a 
mission (for hours?) until you hit on the right 
combination. The frustration in facing these 
kinds of adventure-like puzzles is somewhat 
offset by the missions with reduced puzzle 
aspects, but these are too easy due to the 
lack of a real Al, resulting in a campaign that 
you alternately breeze through or beat your 
head against. 

Incubation is rather like that dear friend 
who has one single personality trait that dri- 
ves you absolutely crazy; it does almost 
everything very well, even brilliantly, but one 
aspect of gameplay — namely, the reliance 
on puzzle-missions over real strategy set- 
tings in single player mode - will be loathed 
by some. On the other hand, if you don’t 
mind puzzles in your strategy games, or if 
you'll be primarily playing multiplayer, the 
game can’t be recommended highly enough 
— your estimation will hinge on the kind of 


Incubation 

Blue Byte Software * www.bluebyte.com * 
Requirements: Windows 95, 90 MHz 
Pentium, 16 MB RAM, 4X CD-ROM * 
Multiplayer: 2-4 players, Internet, LAN, 
modem, serial, PBEM, hot-seat 


Many years after the great con- 
flict, much has changed on Yavaun. 
Humans, reluctant colonists, are 


now part of the cultural diversity 
of this alien world. 

WAR WIND Il: Human Onstaucut 
offers new, larger vehicular and 
mechanized units. All-new maps 
with improved terrain graphics. 
Streamlined game play in building 
and promoting your units. All this, 
plus the unpredictable human 
element, makes WAR WIND II 


much more than just a sequel. 


It's a whole new game. 


A MINDSCAPE® COMPANY 


WINDOWS” 95: CO-ROM 
WWW.WARWIND.COM 
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To Order: Visit your retailer 
or call 1-800-234-3088 
(USA & Canada) with 
Visa or MasterCard. 


Developed by 


“War Wind is a trademark of Strategic Simulations. Inc. ©1 997 Strategic Simulations, Inc.,a Mindscape Company. All rights reserved. Windows is a registered trademark of Microsoft Corporation. 


Conquest Earth 


The search for intelligent life continues... 


iven that it’s the season of the real- 
time strategy game, a new one needs 
to do everything right to compete. It 
needs to have all the right elements to stand 
above the rest and be more than the sum of 
its little moving parts. Eidos’ foray into the 
real-time battle, Conquest Earth, has a lot in 
the way of little moving parts, but is some- 
thing of a mess when viewed as a whole. This 
time around, it’s aliens from Jupiter against 
the Earth in battles over sixteen types of ter- 
rain, complete with fantastic 
looking, detailed graphics. 
The look of the aliens pays 
homage to the War of 
Worlds, while the humans 
look like they were borrowed 
from Command & Conquer. 

Take either side in the 
battle for Earth in two game 
modes: missions, which 
progress through 30 pre- 
defined levels of increasing 
difficulty, and Campaign 
mode, a much more in- 
depth game allowing the 
player control over where 
they battle on the globe, 
what they research and 
where they construct bases. The mission 
mode is more simplistic than the typical C&C 
clone, as it’s mainly centered around build- 
ing enough troops with the given resources 
to destroy the enemy’s power generator. 
Building is not nearly as accentuated as in 
most games of this sort, and there’s virtually 
no unit research tree to worry about. The 
Campaign mode, which puts everything in 
the player's hands, is covered woefully in the 
poorly laid out manual and can be incredibly 
unforgiving as the enemy seems to already 
be up to speed from the start. Even the mis- 
sion mode can be extremely difficult, though 
this is due in some part to the many idiosyn- 
crasies in the game’s Al. 

By now, questionable unit intelligence in 
real-time games has become something of a 
regrettable given, but when one sees one’s 
own troops blowing up their own buildings 
instead of the enemy, there’s something very 
wrong going on. At times, troops just about 
trip over each other and move in pathetic lit- 
tle circles trying to figure out a way around 
each other when directed to move, though a 
waypoint command helps for lengthier troop 
movement. And when attacking, more often 
than not they simply don’t fire fast or early 
enough to prevent themselves from being 
slaughtered; usually the player must directly 
control their squad’s fire soread when ina 
large battle. When “hunting,” the troops 
do—thankfully—take some initiative and use 
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The up close and personal 
view, as human troops 
take down a Jovian tank 


you full control over unit 


Campaign mode gives 


research 


Alien troops aren't as 
diverse as the humans’, 
but their lasers are fast 
and deadly 


some sense. Another big problem is that 
Conquest Earth's interface is incredibly unin- 
tuitive, especially the inexplicably laid-out 
alien interface (which even uses something 
of an alien language). Once learned, howev- 
er, it at least becomes manageable. 

Conquest Earth lacks a mini-map feature as 
well, instead using a satellite (that, when 
launched, allows you to zoom in and out of 
the battleground) and communications 
devices that allows you to have two mini- 
windows monitoring units on the map. 
There is no traditional fog of war either; 
instead the two sides have what are essen- 
tially “fog generators” that pump out toxic 
smog that obscure parts of the map—an 
interesting element. You can also take direct, 


arcade-like control over a single unit, though 
the use of this is questionable at best. Aerial 
units require fuel and if they go dry, they'll 
crash right where they are, even if over 
friendly troops; if the landing pad is occu- 
pied, the craft in flight will still try to land, 
destroying both craft. Also, the satellite 
attack, which comes once every 24 hours, 
forces you to relinquish all troop control to 
take over the satellite aiming even if you are 
in the midst of a battle. 

Still, in spite of that (or possibly 
because of it), the game has inter- 
esting strategies to employ in bat- 
tle, and the battles themselves are 
where the real strength and fun of 
Conquest Earth lie. The hands-on 
almost arcade-like control can be a 
lot of fast-paced fun and the gen- 
eral detail of the graphics make 
blowing up the enemy an arrest- 
ingly engaging experience. 
Although the sound effects are 
well done, the techno soundtrack 
is repetitive and uses the actual 
battle sound effects in the songs, 
which was not a good idea. 

Conquest Earth isn't close to 
being a great game, but it is a different sort of 
real time strategy game with some in-depth 
facets and fun in it if you have the patience 
and time to uncover them. The Al problems 
and clunky interface come to forefront 
though, and despite being fun and exciting at 
times, bring the game down severely (espe- 
cially when compared to its massive competi- 
tion on the store shelves). —Jason D’Aprile 


Conquest Earth 

Eidos Interactive * Requirements: DOS, 
Windows 95, 100MHz Pentium, 16 MB RAM, 
4X CD-ROM * Multiplayer: 2-8 players, 
Internet (via Mplayer), LAN, serial 
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Join Humanity’s Last Stand In This 
Epic Battle For Survival In The 


4ist Millennium! 


> Set in the WarHammER® Epic 40,000 universe by 
Games WorKSHOP.° Features the armies of the 
Imperium of Man and the Space Ork Horde! 


> Command a vast army and wage turn-based 
war on the battlefields of the 4lst millennium! 


> Campaign play features over 50 scenarios and 
AO rcbeskeincicmey apbaiccurcteinejommialetciep 


>» Comprehensive encyclopedia covers the forces 
of the WARHAMMER Epic 40,000 universe — which 
includes over 100 unit types to select and control! 


> 4-nlayer support via TCP/IP, [PX , and modem. 
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RATING PENDING 
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Call 1-800-771-3778 for Game Rating Information: _ 


s (USA & Canada) with Visa or MasterCard. 
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WINDOWS® 95 CD-ROM www.warhammer.ssionline.com. 
TO ORDER: Visit your retailer or call 1-800-254-6088 


A MINDSCAPE® COMPANY 


logo are registered:trademarks. of Games Workshop Ltd. Final Liberation is a trademark of Strategic Simulations, Inc. © 1997 Strategic Simulations, inc., a Mindscape Company. 
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It s the sequel 
to the 1996 
Strategy Game 

of the Year. 
And it’s got 
more firepower 
than ever. 

Use your head. 
Don't leave any= 
thing standing. 
And don't take 


anyone alive. 


7th Legion 


Fast paced real-time strategy with a hint of Magic 
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ake an average real-time strategy 
game, throw in some gory cut- 
scenes, good unit graphics and a 
touch of Magic: The Gathering and you have 
7th Legion. Unfortunately, though several 
unique features do make it different, prob- 
lems in the game play keep it from challeng- 
ing for the real-time strategy crown. 

In the future The Chosen, a group of 
Earth’s societal elite that left the planet 
because of overcrowding, have decided to 
return to their native home. The remnants of 
society have banded together into seven 
legions and must face The Chosen who wish 
to reclaim their planet. The player takes con- 
trol of either side in this Command & Conquer- 
style game, constructing units and sending 
them off to battle. Missions vary greatly from 
Straight on battles to infiltration of enemy 
bases, and range from very easy to rather dif- 
ficult with no player adjustable difficulty set- 
tings. Two campaigns (one for each side) 
make up the majority of game play and vari- 
ous multiplayer maps are included as well; no 
mission editor, however, means these can 
grow old fast. 

Units consist of troops, tanks and Assault 
Chassis (which look very similar to Mechs 
from the Battletech® universe) while combat 
takes place over snow, desert, sparse forest, 
and crumbling cities. Battles are action-ori- 
ented affairs and large groups of troops can 
be accumulated quickly in certain missions. 
Unit and building graphics are crisp and 
clean and contain some neat features like 
smoke wafting over damaged building as 
they are pounded by enemy fire. Explosions 
and weapon effects are also well done, 
though the corresponding sound effects are 
on the weak side. Special power-ups appear 
throughout the game, giving beneficial 
effects like restoring damage or cloaking 
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your units in a stealth mode. 

One of the more unusual features of the 
games is a set of 52 different “battle cards” 
which are randomly dealt to the players dur- 
ing the game. They range from devastating 
attacks like Immolation (which literally toasts 
an opponent's troops) to Life Syphon (which 
sucks hits points out of enemies and trans- 
fers them to your units). Though appearing 
out of place in this style of game, they do 
add some great random events; when placed 
properly can turn the tide of a battle. 
Dropping a Chaos card on a large group of 
units makes for devilish entertainment as 
they start attacking each other. One particu- 
larly nasty card, Summon Apparition, will cre- 
ate an army of spectral Assault Chassis to 
attack and confuse your enemies. 

Unfortunately there are numerous small 
problems with the game and the sum of 
these detracts greatly from overall enjoy- 
ment. First and foremost is the control of 
units, which is quirky at best. Selecting a 
group of units by “boxing” them in the stan- 
dard gaming fashion often takes several tries. 
Units take very strange paths to their desti- 
nation, often splitting up and taking different 
approaches (no ability to set waypoints really 
hurts this game). Command of large groups 
of units can turn into a nightmare as individ- 
ual units will often drop off the group and 
not participate with their partners. Sending a 
large group to attack a well-defended base 


A God Hammer battle card taking care of armored units 
Building units in a 7th Legion base 


Fire fights in a bombed out city 


and finding one third of group has been left 
behind will not make your day. 

Another disappointing feature is the lack 
of any real resource management. Money, 
the one true resource, is granted at regular 
intervals and also rewarded by defeating 
units and completing sub-missions. Power is 
also a “resource” but seldom comes into play 
unless your power stations are destroyed. 
The wide variety of missions does help but 
these missions often turn into long, drawn- 
out “build and attack” scenarios. A rudimen- 
tary technology tree lets you gradually 
increase the power of weapons and armor 
but in some roving missions this feature is 
not used. 

Multiplayer is a plus, however, and can be 
very addicting with various multiplayer maps 
set up for normal deathmatch-style combat or 
Capture the Flag. The addition of the battle 
cards can make for very interesting game play 
against real opponents who (one hopes) will 
play more efficiently than the computer Al in 
single player mode. If you like a real-time 
strategy game with very little resource man- 
agement and constant battles then 7th Legion 
could be your cup of tea; if, however, you are 
looking for a well-rounded, strategic game 
consider checking elsewhere. —Jim Pedicord 
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7th Legion 

MicroProse * www.microprose.com 
Requirements: Windows 95, 100 MHz 
Pentium or higher, 16MB RAM, 4X CD-ROM + 
Multiplayer: 2-6 players, Internet, 

LAN, modem 
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hen WarCraft: Orcs & Humans released 
in 1994, nobody had heard of Blizzard 
Entertainment, and little attention had 


been paid to a new category of games dubbed 
“real-time strategy.” But when WarCraft Il and 
Command & Conquer hit the scene and began cap- 
tivating gamers by the millions, real-time strategy 
became an overnight success. In a move to stay in 
front of the dozens of RTS clones coming this holi- 
day season, Blizzard has spent two years quietly 
preparing what it hopes will define the next gener- 
ation in real-time strategy gaming—StarCraft. 


In StarCraft, three species head on a collision 
course in a struggle for galactic domination. Faced 
with the grim possibility of mass destruction, the 
Terrans, Protoss and Zerg will stop at nothing to 
ensure the survival of their species. 


Throughout the game's 30 missions, the conflict 
rages across barren wastelands, fragmented orbital 
Space platforms, dense jungles and the interior of 
enemy space stations. Each battle brings new chal- 
lenges, as players must employ different strategies 
in order to escape extinction. 


Committed to offering gamers more than just 

an RTS clone, Blizzard's development team is 
introducing an impressive lineup of new features. 
The game will be loaded with an enhanced 
artificial intelligence, a fully functional campaign 
editor, real-time light sourcing and translucency 
effects, neutral characters and free online gaming, 


just to name a few. 


In this exclusive StarCraft preview, Blizzard offers. 
an inside look at the game's new species, units, 
missions, graphics and more. 


Advertising Supplement 


hose who thought StarCraft 

might just be “Orcs in space” 

are in for a pleasant surprise. 
Determined to push the boundaries 
of real-time strategy, Blizzard design- 
ers set out to make StarCraft as big a 
step forward from WarCraft Il as 
WarCraft Il was over the original. 
With a host of new competitors 
jumping into the RTS genre, Blizzard 
stepped back and considered what 


improvements they wanted most 


as gamers. 


Three Unique Species 

The biggest fundamental change the 
team envisioned was the introduc- 
tion of three inherently different 
species. Instead of creating sides 
that mirror each other, the goal was 
to develop distinct races with unique 
histories, motives, technologies, 


weaponry and strategies. 


Said Allen Adham, president of 
Blizzard Entertainment, “In the 
WarCraft series, we approached units 
similar to chess pieces, meaning that 


for every human unit, there was an 


Zerg Ultralisk miki 


Order: Guard 


Kills: 9 


equivalent for the Orcs. In StarCraft, 
every species is radically different. To 
succeed, players will have to alter 
their style of play depending on not 
only which race they are command- 
ing, but also which race they are bat- 
tling. No one winning strategy will 
apply from race to race.” 

The result is three opposing forces 
intertwined in an epic struggle for 
galactic domination. The scavenging 
Terrans survive by pillaging 
resources and technologies from dis- 
tant worlds. The Protoss, an ancient 
psychic race, rely on powerful energy 
pylons to keep them in constant 
contact with their homeworld, Auir. 
And, the Zerg, a deadly swarm of rav- 
enous biological predators, morph 
into genetically mutated creatures 
and cause havoc on the galactic rim. 
As the races collide in three separate 


campaigns, players experience the 


game from each side's perspective. 


Three Theatres of Battle 
Whether deployed on a diplomatic 
escort assignment or a full assault, 
seek-and-destroy mission, the 30 
missions in StarCraft vary as much as 
the species. Throughout the game, 
players will encounter a variety of 
scenarios with ship-to-ship combat 
over abandoned space platforms or 
ground skirmishes on planetary sur- 
faces. Blizzard is adding a twist to 
StarCraft with a third type of mission, 
which takes place within space sta- 
tions. These scenarios contain light 
RPG elements, which might require 
players to break through a line of 
defensive weapons by deactivating a 


computer terminal. 


‘In the 
Warcraft series. 
we approached 

units similar to 
chess pieces... 


Tactical Combat Realism 
StarCraft will also offer a new level of 
tactical combat realism. For instance, 
line of sight enhances fog of war by 
allowing players to use the terrain to 
Stage sneak attacks. Elevated terrain, 
multiple weapon systems and unlimit- 
ed technology upgrades all add to 
the mix of real-time action and 
strategic planning. 

Production queues for build- 
ings allow players easier control 
over their bases’ productivity 
while command queues for 
units simplify the assign- 
ment of a series of 
orders in the field. 


World-Class 
Multiplayer 
StarCraft’s multiplayer 
game supports as many as eight 
players via Battle.net, Blizzard's free 
online game service. The ability for 
users to register unique names 
allows for a moderated worldwide 
ranking system, challenge ladders 
and tournaments. Handicapping 


enables players of varying experi- 
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ence levels to play the game togeth- 
er, while providing challenging 


gameplay for both opponents. 


Full-Featured Campaign Editor 
The map editor in WarCraft I! was 
wildly popular among gamers, and 
Blizzard is taking it to the next level in 
StarCraft. In fact, it is much more than 
just a map editor, it is a full-featured 
campaign editor. Players can make 
their own single and multiplayer sce- 
narios and then string them together 


to make complete campaigns. 


As StarCraft readies for release, it is 
clear that gamers have a lot to look 
forward to this holiday season. The 
game combines the intuitive nature 
of WarCraft Ii with a new design, 
incredible graphics and free eight- 
player Internet support. Get sleep 
while you can; the wait for StarCraft 


is almost over. @ 


Advertising Supplement 


he Terran colonies were originally settled by a small group of humans 
exiled from Earth generations ago for long-forgotten crimes. They have 
desecrated and pillaged the barren worlds they inhabit on the galactic 
rim in their struggle for survival. The Terrans’ ongoing search for resources and 
fuel has led to territorial disputes and technology struggles among colonies, and 
the violence has spilled into the region claimed by the neighboring Protoss. As 
the Terrans’ industrial bases encroach on the Protoss, conflict between the 
two species is inevitable. Although the Protoss possess superior technology, 


the Terran’s tenacity and ingenuity cannot be under estimated. 


With no homeworld to which they can return, the Terran’s 


unscrupulous methods of survival have required that they become a nomadic society. As such, most core facilities 


are mobile, which allows the Terrans to uproot their settlements after depleting a planet’s resources or when under 


enemy attack. When the Terran’s scavenge new technology they can add-on to their research labs, weapons plants 


and factories. Though these auxiliary buildings are not portable, they are vital in providing the Terrans new tech- 


nologies, such as cloaking. 
BRD 
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TYPE: Armored Infantry Trooper 
GEAR: Pressurized Power Suit, Chain-gun Cannons 


The first line of defense for many of the Terran 
colonies. Conditioned through Neural 
Resocialization to forsake their previous alle- 
giances, Marines stand ready to defend the Terran 
Colonies with their lives. Stim Packs and grav-boots 
allow for flexible deployment. 


TYPE: Armored Assault Trooper 
GEAR: Pressurized Power Suit, Perdition’s Flame 
Throwers 


Like Marines, Firebat’s are often ‘resocialized’ ex- 
criminals. Equipped with powerful, twin arm- 
mounted flame throwers, these fearless warriors 
serve as assault troopers in the various Terran 
Militias. Although the flame throwers have limited 
range, they cause considerable damage to every- 
thing caught in their fiery stream. 


TYPE: Espionage / Counterintelligence Agent 
GEAR: Pressurized Enviromental Suit, C-10 Canister 
Rifle, Cloaking Field Generator 


Used as spies and intelligence agents, Ghosts boast 
an environmental suit equipped with a personal 
cloaking field generator and a sophisticated sensor 
suite which can be used to coordinate nuclear 
strikes from the front lines. 


TYPE: Hover Cycles 
GEAR: Fragmentation Grenades, Spider Mines 


Used primarily for scouting and sabotage, Vulture 
Hover Bikes can reach speeds of up to one hundred 
and eighty miles per hour. Anti-personnel frag- 
mentation grenades and mobile spider mines allow 
riders to conduct lightning raids on enemy units. 


Aq cael 
TYPE: Medium Support Combat Walker 
ARMAMENT: Auto-Cannon, Scatter Missiles 


The Goliath features all- terrain maneuverability 
with compu-based heavy weapons systems. The 
infamous Kel- Morian Mining Revolts demonstrated 
the effectiveness of even a small number of the ver- 
satile Combat Walkers in intensive urban warfare. 


TYPE: Mobile Artillery Cannon 
ARMAMENT: Mjolnir Artillery Cannon, 
Auto-Cannon 


The heavily armored Arclite Siege Tanks are 
renowned throughout the Confederacy for their 
Cannon’s unrelenting barrages of plasma-charged 
doom and their stalwart emplacement /advance 
tactics. When in siege mode, the tank is immobile, 
but highly effective against reinforce structure 
and vehicles. 


SCV 


TYPE: Space Construction Vehicle 
ARMAMENT: Fusion Cutter 


The pilot-controlled SCV is a versatile, hover-capa- 
ble power-suit used for construction and resource 
gathering in hostile environments. Although not 
trained for combat, SCV pilots have been known to 


use their fusion cutters as weapons when in danger. 


Dropship 
TYPE: Armored Personnel Carrier 
ARMAMENT: Vortex Shock-bombs 


A vital part of colonial defense charged with deliv- 
ering ground troops and their war-gear to combat 
zones. In order to secure landing areas, Dropships 
are equipped with powerful Vortex Shock-bombs. 


Wraith 

TYPE: Space Superiority Fighter 

ARMAMENT: Gemini Air-to-Air Missiles, anti-armor 
burst laser 


Versatile and dynamic, these high-speed fighters 
use superior mobility and single vessel cloaking 
field generators to strike at slow-moving targets 
and to engage enemy fighters. 
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The backbone 
of any Terran 
militia remains 
the lowly 

foot soldier. 


Battlecruiser 

TYPE: Behemoth-class Command 
Cruiser 

ARMAMENT: Burst-Laser Batteries, 
Dual Nova Cannons, Yamato Cannon 


The massive Behemoth class 
Battlecruisers are virtual flying 
fortresses. Outfitted with multiple 
turbo-laser batteries and Nova 
Cannons, these ships are easily the 
most powerful Colonial ships in space. 
Many Colonial generals use 
Battlecruisers as their command cen- 
ters during long space campaigns. 


Science Vessel 
TYPE: Explorer-class Research Station 
ARMAMENT: None 


Many Colonies have placed Explorer 
Stations at strategic points through- 
out the galaxy to further study anom- 
alous phenomena. Recently, as alien 
forces have begin to infringe upon 
Colonial space, Terran scientists have 
begun to use the Vessels for electronic 
warfare and combat support. 
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n ancient and powerful race, the mighty Protoss are the 
most advanced civilization inhabiting the galactic rim. 
Highly intelligent and gifted with great psionic powers, 
the Protoss share a special psychic connection with each 
other and their homeworld, Aiur. With training, a single 
Protoss can learn to tap this mental gestalt and use its 
power to enact a variety of physical effects, including the 
manipulation of space-time itself. The Templar, for example, can men- 
tally form weapons and shields without a physical power source, 


while Scouts can effectively track and locate concealed ships using 


sensory technology. 


To channel mental energy, the Protoss must construct a great crystal Nexus 
which links them to their remote homeworld, Auir. The Nexus powers 
both buildings and units. Pylons designed to conduct energy from the 
Nexus are required to expand a Protoss settlement. Attacking 
enemy troops often first seek to destroy this Protoss power sup- 


ply, which cripples the species. 


Gateways to Aiur teleport Protoss Carriers, Photon Cannons, Dragoons and other deadly military machinery. Protoss 
units exhibit remarkable speed, agility and strength, and regenerating shields provide a powerful line of defense. While 


the Protoss army is few in numbers, their strength is unmatched. 
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TYPE: Psionic Warrior 


TYPE: Light Defensive Robot 

Protoss worker and resource gatherer. Robotic servant 

(peon) The Probe ‘hovers, but does not fly over water These volatile units radiate such powerful psionic 

or space. The Probe locks down teleport coordinates energy that they are forbidden to enter combat physi- 

so that Protoss structures can be placed on the map. cally for fear of them accidentally unleashing a mas- 
sive catastrophe. 


TYPE: Medium Support Drone 
TYPE: Summoned Psychic Avatar 


These large mechanical combat walkers provide 
essential cover fire for the Zealot forces by launching 
bolts of psychically charged energy into enemy lines. 


Powerful energy being. Created when three or more 
Protoss Templar sacrifice themselves and merge as one. 
Archon represents the might of the Protoss’ psionic fury. 


TYPE: Assault Trooper 
TYPE: High Speed Fighter 


Grafted with cybernetic enhancements and outfitted 
with the coveted Zealot Power-Suits, these young war- Through advanced technology and psionic powers, 
riors represent the unbridled ferocity of the Protoss. Scouts effectively track and locate concealed ships. 
The unit's primary weapon is deadly psionic blades Primarily used as point guards for Protoss fleets, 
protruding from its forearm. Scouts can also engage any hostile enemy. 


TYPE: Armored Transport/ Worker 
Protoss flying transport. ‘Nuff said. 


TYPE: Light Robotic Attack Fighters 


These maneuverable, computer guided units 
tear through enemy flight formations and 
relentlessly strafe slower targets with potent 
plasma-charges. Docked in the bays of the 
Carriers, a number of prepped Interceptors can 


be launched simultaneously into combat. — arrier 


TYPE: Battle Cruiser/Command Ship 


TYPE: Judicator Sanctum 


These units serve as command centers for the 
leaders of the Protoss fleets. Heavily armored 
and shielded, Carriers can punch their way 
through enemy blockades and unleash robotic 
flights of Interceptors at vital enemy targets. 


Arbiter ships often accompany Protoss 
Warfleets into battle. The Templar use this 
unit as a psychic anchor to moor their astral 
manifestations to this reality. Arbiter ships and 
use psionic powers to hamper and destroy 
enemy Fleets. 


The Protoss share a special psychic 
connection with each other and 
their homeworld, Aiur. 
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he origin of the Zerg is unknown, though Terran scientists theorize 

that the Zerg are bioengineered weapons. The only available data on 

the species are the remains of log entries, sensor records and debris 
found in wreckage of the swarm’s merciless path of destruction. From this 


information, it is evident that the species has little or no use for known 


technology. Instead, the Zerg rely on a marked propensity for cruelty 
and hunger for destruction. All attempts at peaceful negotiations 


have been futile. 


Locations that the Zerg inhabit become infested by a thick, living 
substance dubbed the Creep. Evidence suggests that Zerg is 
dependent on this resin for both propagating and creating 
structures. While the life span for many strains of the species Is 
short, the Zerg can quickly multiply into deadly army by 
spawning Larva. During this gestation, the morphing Larva 
are left defenseless, and both the Terrans and the Protoss 


have attack plans to exploit this weakness. 


. The Zerg’s ability to regenerate makes it imperative that 
the units be destroyed — not merely injured — in battle. 
With no light source and the ability to burrow, the Zerg are 


often known to attack without warning. 


Type: Heavy Assault Warrior 
Core Genus: Brontolith 


Type: Hive Spawn 
Core Genus: Original Zerg Strain 


These units spawn all other Zerg units. Larva cocoon Large, bone-like scythes protrude from the Ultralisk’s back, 

and acquire the genetic matrix other Zerg strains making the unit nearly indestructible and allowing it to 

within the swarm. After gestation, the Larva transform easily tear through most known substances. Although the 

into advanced units. Ultralisks are slow moving, their destructiveness makes 
them the backbone of the Swarm’s warriors. 


Type: Light Assault Warrior 
Core Genus: Zz’gashi Dune-runners 


Type: Hive Worker 
Core Genus: Gashyrr Wasp 
Life Span: 2-3 weeks 
Small and savage, these dune-runners serve as scouts 
and initial assault troops. Zerglings benefit from | These units’ primary functions are resource gathering 
increased speed when closing in upon their enemies. | and morphing into rudimentary Zerg structures. Drones 
A single Larva can spawn into two separate Zerglings. are usually very single-minded about orders, diligently 
working, even when raging combat erupts in their path. 


Type: Medium Assault Warrior 
Core Genus: Slothien 


Type: Heavy Transport, Commander 
Core Genus: Gargantis Proximae 
Life Span: 6 years 

Spindly, snake-like Hydralisks house hundreds of 
armor piercing spines that can be fired in volleys at Overlords control and coordinate warriors during battle. 
ground-based or flying enemy units. Hydralisks also They also serve as a transport for Zerg warriors. 

have burrowing abilities for ambushing their unsus- Benefiting from extra-sensory perception, Overlords can 
pecting prey. sense and identify hidden or camouflaged enemies. 


Type: Medium Attack Flyer 
Core Genus: Mantis Screamer 


The strongest of the hive’s flying warriors, the 
Mutalisk possesses the ability to morph into an 
alternate defensive attack forms. Weaponry con- 
sists of powerful plasma projectiles that can pene- 
trate reinforced armor plating. 


‘ ( 708 ; — 
Type: Medium Defensive Flyer 
Core Genus: Mantis Screamer 


The Guardian is the alternate form assumed by the 
Zerg Mutalisk. A more defensive mode, the 
Guardian benefits from a reinforced carapace shell 
for protection. 


Jueen 
Type: Hive Warden 
Core Genus: Arachnis Brood-Keeper 


Defiler 


Type: Unknown 
Core Genus: Unknown 


Easily the most horrific of the Swarm’s warriors, 
Defilers breakdown other Zerg units’ genetic 
chemistry to produce catastrophic effects. Using 
projected plasma bursts to defend themselves 


when attacked directly, the Defiler seldom enters 
into direct combat. 


Type: High Speed Pursuer 
Core Genus: None 


Avengers are not spawned, but instead live as 
symbiotic parasites within Guardians and 
Overlords. When their host bodies die, the 
Avengers emerge to hunt down and eradicate 
the enemy that killed their host body. While 
their life span is short, their wrath is deadly. 


This unit protects the hive and oversee the Drone . [ 
workers. Queens can infest other units and struc- | 
tures with crippling toxic plagues. 


| 


Terran scientists 
theorize that the Zerg 
are bioengineered weapons. 
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1997 will be remembered by 
many in the gaming world as the 
year of real-time strategy. While 
many RTS games this year will be 
categorized as clones, a few will 
Stand out as truly innovative. In 
an exclusive interview, StarCraft 
producer James Phinney discuss- 
es Blizzard's plans to break 
StarCraft away from the pack. 


What are the key differences between 
StarCraft and Blizzard’s last real-time 
strategy game, Warcraft II? 

James Phinney: The biggest difference 
is that Starcraft features three inher- 
ently different species with unique 
units, buildings and abilities. Other 
new features include three combat 
environments, an easy-to-use cam- 
paign editor, multiplayer support for 
eight people and free Internet gam- 


ing via Battle.net. 


As with other Blizzard titles, | under- 
stand that StarCraft includes an epic 
storyline. How will the story unfold? 
Each race has 10 missions. As players 
experience the game from each race's 


perspective, they learn more about the 


conflict and each side's motivations. 
The chronology of the campaigns is 
sequential, so players get the full 
effect. Right now, the order is Terran, 
Zerg and then Protoss. The missions 
become more difficult with each race 
played, so we plan to disable the 
Protoss campaign unless the Zerg or 


Terran campaign has been finished. 


Starcraft features 
three inherently 


different species 
with unique units, 
buildings and abilities. 


Fog of war is a strategic element 
from Warcraft Il that you are 
keeping for StarCraft. How will 

fog of war in StarCraft differ from 
the Warcraft Il model? 

To supplement the basic fog of war 
model used in WarCraft Il, we have 
added line-of-sight, which takes ter- 
rain features and elevation into 
account when determining what areas 
to unmask. In addition, each side has 
units with stealth abilities, such as 


cloaking and burrowing, which may 


then be countered by enemy units 


with detection capabilities. 


Will StarCraft have neutral characters 
independent of the three races? 
Starcraft will include unique heroes 
similar to those in WarCraft II, plus a 
variety of neutral units — usually 
human - which are not allied exclu- 
sively to any one race. Players can 
interact with independent colonies, 
pirates, privateers, smugglers and 


ancient alien civilizations. 


Does StarCraft have veteran units? 
Yes. We plan to include methods for 
developing veteran units such as 
gaining experience, level up bonuses, 
naming units between missions and 
carrying units over from scenario 


to scenario. 


How will the carrying over 

of units work? 

We have designed the game to allow 
some units to carry over in single and 
multiplayer campaigns. For instance, if 
a Wraith pilot gets promoted to 
Colonel due to great heroics in one 
battle, then in the next battle, the 


Wraith will begin as a Colonel, instead 
of a Second Lieutenant. As a Colonel, 
the unit will have slightly improved 
Evade, Accuracy and Damage. 


What kind of multiplayer support will 
StarCraft offer? 

Starcraft supports up to eight players 
via network or battle.net. The game 
will also offer head-to-head play 


over modem. 


How will Battle.net be different for 
StarCraft than it was for Diablo? 


The biggest new feature is registering 
unique battle.net IDs. This will ensure 
that people can develop their online 
persona without the threat of other 
players assuming the same screen 
name. In addition, each battle.net ID 


Minimap oe 
Color coded a ee 
cues on the “ sipapies 
map alert the 

players when 

units are 

being 

attacked or 

when units or 

buildings have 

completed 

construction. 


Wire Frame 
Wire frames provide a visual repre- 


sentation of a unit’s health. If applica- 


ble, information about shields is also 


displayed. If multiple units are select- 


ed, smaller wire frames appear 


depicting each member of the group. 


will have a customizable player profile 
and banner. 

Another significant addition is the 
StarCraft ladder, which will allow for a 


global ranking system and tournaments. 


Will observers be allowed in multi- 
player games? 

Yes, but with restrictions. We want to 
allow people to set up their own tour- 
naments, multiplayer campaigns and 
training sessions, but we do not want 
observers to become a means for 
cheating, stealing tactics, or otherwise 
ruining anyone's play experience. 

We are planning to allow observers 
to join the game during game set-up. 
Once in the game, any player can 
block observers from viewing their 


units. Messages sent by observers will 


Production Queue 

A new feature in Starcraft is the 
option to queue. Players can 
issue each unit up to five differ- 
ent orders. Commands can be 
deleted or moved. 


go to all players. When a players dies, 
they automatically transition into 
observation mode. 


What kind of alliances will be allowed? 
There are several different kinds — all 
of which fall into two basic categories: 
teams and allies. Teams are fixed in 
the game set-up and can share 
resources and units. Teams always 
share intelligence, such as fog of war. 

Allies can be changed throughout 
the course of the game and can have 
non-aggression, shared intelligence, 
and, of course, allied victory. The inter- 
face for allies will be much like it was 
for WarCraft II. 

StarCraft features three inherently 

different species with unique units, 
buildings and abilities. & 


Command 
Buttons 
Highlighted 
buttons indi- 
cate available 


options and 
context-sensi- 
tive pop-up 
help explains 
resource costs 
and technology 
requirements. 


Communication Transceiver 

Incoming messages keep players updated 
on unit activities and ongoing battles. 
Pressing the space bar centers the screen 
on the area where the message originat- 
ed, making it easier to respond quickly. 
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ast year, Blizzard challenged 


the gaming industry by offer- 
. ing multiplayer gaming over 
the Internet —- FREE.“Nobody 
thought we could pull it off,” says 
Blizzard President Allen Adham, “but 
as gamers, we knew had to.” In less 
than a year, more than one million 
unique users have played in excess 
of 20 million games of Diablo over 
Battle.net. Based on the phenome- 
nal response from game fans, 
Battle.net now reigns as the largest 
Internet game service in the world. 
“Gamers want an easy, free, quality 
Internet connection to their favorite 
games,” says Adham, “and Battle.net 
delivers” But, Blizzard isn't stopping 
there. With the imminent release of 
Starcraft, Blizzard is readying its next 


wave of Battle.net enhancements. 


In its simplest form, Battle.net pro- 


vides a matchmaking service for 


Blizzard customers to chat, challenge 


opponents and initiate multiplayer 
games. But to the million plus 
gamers who play over the service, 
Battle.net is a community where 
gamers meet not only to play 
games, but to share experiences, 
swap Strategies and confirm the lat- 


est rumor. 


they want it for Tree. 


Starcraft fans can expect a slew of 
new multiplayer features to height- 
en their online experience. The 
addition of unique player IDs, for 
example, broadens Battle.net's capa- 
bilities substantially. By offering a 
system to protect players online per- 


sonas, gamers can build their online 


Starcraft US4-1 (1) 


character and reputation. Player 
profiles display information about 
rank, group affiliation, game statis- 


tics and other game data. 


Registered screen names also allows 
for a moderated worldwide ranking 
system determined by challenge 
ladders and tournaments. The struc- 
ture operates similar to chess lad- 
ders, where a player is unranked 
until having played a certain num- 
ber of games, then gains points by 
beating others — the better the 


opponent the more points gained. 


In team and ally play, gamers com- 
pete cooperatively, sharing informa- 
tion, resources and units. 


Multiplayer campaigns will be avail- 
able for download or players can 


create their own using Starcraft's 
campaign editor. And, for players 
with different skill levels, handicap- 


Zerg Zergling mki 


Order: Attack Unit 


Kills: O 


ping provides challenging 
experiences for both the 


veteran and novice. 


Blizzard's vision for Battle.net is a 


global network. The company is 


partnering with international 


Blizzard's vision for 
battle.net is a global 
network that spans 

the world. 


Internet service providers in 

major markets around the world 
such as Germany, France, the 

United Kingdom, Australia and 
Japan. Blizzard is also localizing the 
Battle.net interface for the native 


languages in major international 


markets. 


Even as Blizzard continues to improve 
its online offerings, the company is 
careful not to lose sight of the most 


important aspect of multiplayer gam- 


ing: superb content. Quality, addic- 
tive gameplay is always the number 


one draw for gamers. And, that is ulti- 


mately Battle.net's key to success. &@ 


ALL-NEW EDITOR PUTS THE POWER 
QF DESIGN IN PLAYERS’ HANDS 


ame players by nature want 

the opportunity to extend 

their favorite gaming experi- 
ence. Level editors have satiated 
this desire in recent years by allow- 
ing the creation of new maps. But, 
now, Blizzard is pushing the con- 
cept one step further by handing 
over its entire library of design 
tools to players. With the compa- 
ny’s all-new editor, players will not 
only be able to build maps and lev- 


els, but entire campaigns. 


Starcraft’s fully functional editor 
gives player all the necessary tools 
to design single and multiplayer 
campaigns. Players can mix-and- 
match everything from the type of 
terrain and the style of play to the 


number of races and 


HB Fie Ect View Scenario Player Unit Tenain Doodads Took Window Debug 


the objectives. 
Custom speech, sound, 
text and hero charac- 


ters are just a few of 


Gtass 
P* Rocky Ground 


the elements that can pi 
eal 
be added to scenarios. P iti 
High Jungle 


_] Neutal Unis 
_J Player 1 (Terran) 
_J Player 2 (Terran) 
_3 Player 3 (Terran) 

Players can create a 3 a anes 

estan Manne 
Tenan Ghost 
Tettan Vulture 
Tesan Gobath 


single map with a sim- 


Tenan Siege Tank [T ant 


ple seek-and-destroy 
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objective or they can 

string together a series of require- 
ments with trigger points for multi- 
ple maps and events. To set victory 
parameters, players select from pre- 


defined lists of objectives. 


As impressive as the list of features 


is the editor’s ease of use. The sim- 


ple click-and-drag interface, makes 
map designing easy for even 
novices. Split-window editing 
allows players to view two differ- 
ent regions of map at the same 
time. Multiple levels of undo and 
redo commands makes editing 


maps seamless. 
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COMMAND MULTI-NATIONAL 
FORGES FROM 1939 TO 1999! 


The latest from 
Gary Grigsby and Keith 
Brors, STEEL PANTHERS III lets 
you fight larger tactical battles using 
the same easy-to-use interface featured in 
STEEL PANTHERS I & II. This brilliant tactical wargame includes 
6 campaigns and over 40 scenarios. Engage in brigade-size battles 
from virtually every major historical conflict from 1939 to date, 
plus hypothetical battles, such as NATO 1998 and Holy War 1999! 
New 200 yards-per-hex and platoon-size units allow you to control 
entire brigades — even divisions! Get key reinforcements 
See during gameplay. And be assured of limitless armored 
as conflict with the improved Random Scenario 
Res Generator, which includes more powerful 
scenario editing features! 


Be inthis 


DOS CD-ROM To order: Visit your retailer 
www.ssionline.com or call 1-800-234-3088 with 
nr . Visa/MC (North America only). 
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WAR, Inc. 


Coulda, woulda, shoulda (been a classic) 


ecently on an online gaming forum, 
someone described WAR, Inc. by say- 
ing it had great potential, but could 
have stood another month of polishing. A 
lone voice replied, “Oh no, not again.” 

Yes, again. Whether caused by the rush to 
catch the end of a fiscal quarter, or by design 
specs that outstrip budgets, or for reasons 
too arcane for a mortal reviewer to grasp, it 
seems like the market is being flooded by 
games that “missed it by THAT much.” 

In this case, developer Optic used a two 
layered approach in an attempt to combine 
the real-time strategy (RTS) aspects of a 
Clone & Conquer game (the “inner” game) 
with the economic strategy of running a 
business (the “outer” game). The business in 
question is a mercenary outfit, and it’s a bril- 
liant concept. Rather than swarm the enemy 
with units, you're always thinking of the bot- 
tom line. What are the minimal resources 
needed to accomplish the mission at hand, 
and thus maximize profit margins? It gives 
the game a real edge. 

Another stroke of brilliance was allowing 
players to design their own units. In the 
outer game, you'll spend money on 
researching many new and wonderful tech- 
nologies. But in order to use these, you'll 
have to design a blueprint of a unit incorpo- 
rating them. Combine a hull with weapons, 
armor, shields, and so on, then spend a wad 
of cash on developing a prototype. 
Thereafter, in the RTS section of the game, 
your vehicle factories can churn this new 
unit out in droves. 

As well as developing new units and tech- 
nologies in the outer game, you'll also want to 
play the stock market. War is expensive, and 
while in theory you can get by on just the prof- 
its made by successful campaigns, life will be a 


COMPUTER GAMES 


lot easier if you're 
money is making money 
while you're waiting for 
that next contract. 

When the contract finally arrives, you'll 
get to the meat of the game. Rather than 
being dumped into the usual tactical RTS 
map, you'll find yourself on an area map 
showing the location of your headquarters 
as well as the objectives required for this 
campaign. You then drill down to the 
Headquarters tactical map, and start build- 
ing a base. 

Resources here consist of cash (you have 
access to all your liquid assets) and Resource 
Units (RUs), which are generated by mining 
ore. When you've built up your HQ infra- 
structure and sufficient forces, it’s time to go 
after those objectives. By exiting the head- 
quarters map, you'll return to the area map, 
move units into a task force and send them 
to an objective location. When they arrive, 
you'll once again drill down to a fairly typical 
RTS tactical map. Once you completed all 
objectives on the area map, the campaign 
ends and you'll get payment, plus reim- 
bursement for the buildings and RUs you've 
left on the various maps and be returned to 
the outer game. 

The devil, they say, is in the details, and it 
is in the details that WAR, Inc falls down. 
From an installation routine that doesn't 
warn of insufficient drive capacity, to the 
lack of documentation, to the sometimes 
clumsy interface, this game would have 
strongly benefited from some focus-group 
testing. The stock market is either random 
or affected by forces not apparent, with the 
result that you'll probably save/invest/ 
restore until you find a winning stock. In 
the RTS section of the game, unit Al is 


Vehicles have a tough time maneuvering amongst the trees, mak- 
ing them easy pickings for massed infantry 


Early in the game, this shielded APC with a 20mm Vulcan Gun cuts 
through enemy troops like a hot knife through butter 


sometimes horrible, with units getting 
stuck behind trees, or sitting quietly while 
the enemy attacks, never attempting to 
defend themselves. 


Most frustrating is the way your team Is 
whisked away from the field of battle as soon 
as you meet mission objectives. Leaving 
behind several million dollars worth of instal- 
lations when you're strapped for cash can be 
very disheartening. It would’ve made for a 
much more user friendly experience if you 
were given some warning so that you could 
sell off unneeded buildings and recover the 
capital to use for the next objective. 

So yes, it’s happened again. The clever 
folks at Optic thought up a unique and 
exciting twist to the RTS genre, but some- 
where along the way, things went slightly 
wrong. A patch is being discussed, which 
may go a long ways towards improving 
the game, but as always caveat emptor. 
Also, the Interactive Magic forums 
(www.imagicgames.com) have some valu- 
able data that should’ve been in the docu- 
mentation. The point being, if you work at 
it, WAR Inc can be great fun. But, in the 
densely populated world of Clone & 
Conquer games, it may be easier to just 
move on to something else. —Peter Smith 


WAR, Inc. 

Interactive Magic * www.imagicgames.com * 
Requirements: DOS, 90 MHz Pentium, 16 MB 
RAM, 2X CD-ROM * Multiplayer: Real-time 
section only, 2-6 players, LAN, modem 
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(Avalon Hill’s and 
Bigtime Software's 
follow-up to Over the Reich) 
is a turn-based wargame 
whose action takes place in 
the air over WWII Europe. It 
covers the most dramatic 
air battle of all time, the 
Battle of Britain. For those 
unfamiliar with Bigtime’s 
air war games, this is not a 
flight simulator; it is a pri- 
marily tactical wargame. 

The player is presented 
with options to play from a 
British, French or German 
perspective. One can 
choose to set up a dogfight, play a 
series of historical missions, or try 
to survive Tours of Duty. These lat- 
ter campaigns include the Battle 
of France as the French, the entire 
air war from the onset of hostili- 
ties in 1939 through 1943, when 
the Americans arrived in force, as 
either the British or German com- 
mander, or the actual Battle of 
Britain, again from either the 
British or German perspective. A 
very nice touch is the ability to 
transfers squadrons that have sur- 
vived Achtung Spitfire! until 1943 
into Over the Reich. 

Play is at the level of individual pilots and 
planes; each pilot is rated for experience and 
may have a number of additional attributes, 
such as superb eyesight, marksmanship, 
excellent flying skills, hero status, etc., which 
have significant effects on how effective 
each pilot is. A simple addition that adds 
immensely to the immersion factor is the 
ability to rename all of your pilots. 

Actual gameplay is deceptively easy: you 
basically decide the moves that you wish for 
each plane in your squadron, then attempt 
to execute them with a simple point and 
click interface. At the higher complexity lev- 
els the sequence of movement is deter- 
mined by an initiative system that takes into 
account pilot skill and relative positioning. 
While the game is extremely easy to play, it 
would be a mistake to decide the game 
itself is overly simple, a mistake that is usual- 
ly realized after being completely wiped out 
by the computer a few times. Decisions 
abound for the human commander: do | risk 
a high G turn that provides a high probabili- 
ty shot, at the risk of damaging the aircraft? 
Should | fire a full, extended blast at the risk 
of jamming my guns or fire a safer, shorter 
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burst? Should the non-fuel injected Spitfire 
try a negative G maneuver that will provide 
great positioning but cause a momentary 
loss of power? Add to these tactical combat 
decisions the choices the player must make 
as squadron commander, such as rotating 
tired pilots in and out of combat, selecting 
which combinations of rookies and aces to 
send up, deciding the number of plane to 
send on a sortie, etc., and you have a very 
rich wargame, one in which the player's 
decisions have an immediate and dramatic 
effect on the outcome. 

While single missions are available, the 
full flavor of Achtung Spitfire! is only appreci- 
ated in the Tour of Duty campaigns, in 
which the player attempts to bring a 
squadron of pilots through a series of mis- 
sions over an extended portion of the war. 
While most of the campaigns have the gen- 
eral nature of tree based missions (with vari- 
ability in terms of what opposition one will 
face on each mission), the heart of Achtung 
Spitfire! is the actual Battle of Britain. This 
Tour of Duty allows the player to take com- 
mand of a squadron and attempt to recreate 
(for the British) or change (for the German) 


: CLICK ON TARGET 1 


[clockwise from the top of page] 


A large aircraft database is provided for 
comparing performance parameters 


This German bomber won’t make it back 
across the channel 


A German bomber sortie slips through 
British defenses 


history. From the British perspective, a typi- 
cal day involves the reception of contact 
reports (from either radar sites or coastal 
watchers) and decisions on which ones to 
intercept, a task made difficult due to limit- 
ed numbers of planes and weary pilots. Is 
the contact heading down the coast a well 
escorted flight of bombers, intent on 
destroying a crucial airfield, or perhaps 
Galland’s deadly Bf-109s on a fighter sweep? 
If the British player commits his resources to 
an early contact, all of his planes may be 
caught on the ground refueling while 
German sorties freely bomb the English 
countryside. On the German side of the 
Channel, commanders must decide sortie 
compositions and targets. This strategic ele- 
ment provides the game with that “up until 
2:00 a.m.” dimension that all great 
wargames possess. 

While there are a few very minor nits to 
pick (where are the medals; it would be nice 
if a few more targets were available in 
England), Achtung Spitfire! takes a solid 
wargaming system to the next level. Highly 
recommended. —Jeff Lackey 
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Achtung Spitfire! 

Avalon Hill »www.avalonhill.com + 
Requirements: Windows, 486 or higher, 8 MB 
RAM, 2X CD-ROM; MacOS, System 7 or higher, 
68040 or higher, 8 MB RAM, 2X CD-ROM » 
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Man of War 


Firing off a broadside in 3D 


was reportedly the favorite battle 

signal of Horatio Nelson. Man of 
War offers gamers the chance to step onto 
Nelson’s quarterdeck and issue these very 
same orders. Developer Strategy First has 
impressively raised the bar on Age of Sail 
simulations by providing a convincing 3D- 
first-person environment in which to battle. 

Unlike previous attempts to simulate the 
Age of Sail, which focused on micromanag- 
ing the duties of a ship’s captain, Man of War 
places the player in the position of overall 
squadron or fleet commander. This has 
made the implementation of large battles 
such as Trafalgar far more manageable. The 
game is turn-based with orders being plot- 
ted on an elegant tactical map; once orders 
are plotted the game shifts to a first-person 
view in which to watch the action unfold. 

In the 3D resolution phase, the player can 
stroll the deck of his ship from quarter to 
fore decks while the battle rages. Though 
Man of War's first-person engine is primitive 
compared to current action games like 
Quake, it does get the job done. Sails will 
slack and billow, cannons roar with accom- 
panying fire and smoke, splinters fly while 
masts come crashing down. The sounds of 
timbers creaking, gulls squawking, and the 
sight of the deck rising and falling all give a 
great impression of being at sea. The sea 
and sky are truly beautiful in dawn and twi- 
light engagements. Unfortunately, there is 
no option to pan up or down and it’s lonely 
being in command—so lonely, there’s no 
one else on deck. 

Turns are four minutes in length, with 
options for time compression. During the 
orders phase, the player has a choice of pick- 


AA e ngage the enemy more closely,” 


[left to right] 
Never has Age of Sail combat looked so good 


“Second star to the right and straight on till 
morning” 
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ing signal flags to issue orders to his com- 
mand. There are fifteen different orders 
available which accurately reflects most of 
the choices a flag officer had in controlling a 
fleet. These can be issued to single ships, 
divisions, or the entire fleet. As with 
history, combat situations often find 
individual ship captains doing things 
that make you think they've been 
hitting the grog too much. 

A frustrating omission with the 
signals is a lack of an easy way to 
implement a column-turn. This is 
where the lead ship of a column 
will turn and the following ships 
will attempt to make the same 


in general categories, such as ship-of-the- 
line, large cruiser, etc., with the player 
rounding out the details of names, gun 
totals, crew quality and related factors. 
Time for some grognard gripes. Control- 


turn at the precise location where the 
lead ship changed course. This inclusion 
would have made managing a fleet of 
ships even easier. 

The game includes twelve scenarios 
which cover most of the major naval 
engagements between 1765-1815, though 
the Nile and Copenhagen are absent. A cam- 
paign game ten scenarios long has the play- 
er working his way up to larger and 
more important engagements as a 
British officer. A flexible scenario edi- 
tor is available which allows the easy 
creation of additional actions. The 
editor includes options for land and 
shoal placement. Ships are provided 


[top to bottom] 
Orders are given via signal flags on the 
tactical map 


A telescope view is available 


obsessed types will be disappointed 
with the inability to pick shot types, 
crew assignments, hull or sail targeting, 
and no control over melee actions. 
That’s the captain’s job, not yours, flag 
officer. Reload rates seem inflated. British 
ships routinely fire three broadsides in a four 
minute turn. Dual broadsides occur fre- 
quently, though historically they were rare. 
Ships are rated by gun totals; shot weights 
as well as cannon and carronade distinctions 
are not addressed overtly. There is no tool to 
easily measure range. If these factors are 
extremely important to you, subtract a star 
from the game’s rating. 

The game’s A.l. is generally adequate and 
at times strong. Multiplayer options are 
available with direct modem, local networks 
(IPX), and null modem connections. 
Surprisingly, there are no options for PBEM 
or Internet play. 

Despite some rough edges, Man of War 
takes Age of Sail enthusiasts somewhere 
they haven't really gone before: actually pac- 
ing the quarterdeck of a tall fighting ship. 
—Chuck Klimushyn 
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Man of War 

Strategy First, Inc. * www.strategyfirst.com ° 
Requirements: DOS, 60 MHz Pentium or 
higher, 8MB RAM (16 MB under Windows 
95), 2X CD-ROM *« Multiplayer: 2 players, 
LAN, modem, serial, hot-seat 
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Entrepreneur 


Stardock gets down to business 


tardock was a great boon to us misguid- 
ed but fervent OS/2 adherents. Their 
mediocre Galactic Civlizations achieved 
cult-hit status by being one of the only games 
written for our precious doomed operating 
system. Now that the battle's been fought and 
Windows 95 is the victor, it comes as no sur- 
prise that the subject of Stardock's 
newest game is the ruthless competi- 
tion among computer companies. 
Entrepreneur bills itself as a wargame 
of sorts, with salesmen, marketing 
campaigns, factories, and research as 
the tools of warfare. 

Right out of the gate, Entrepreneur 
earns points for being unique. 
Comparisons to Interactive Magic's 
Capitalism are inevitable, but where- 
as Capitalism is a dry and occasional- 
ly tedious simulation, Entrepreneur is 
a brisk, energetic, and entertaining 
game. Its approach to the world of 
business is lively and imaginative, 
playing out like a combination of 
Risk, Civilization, and Magic: the 
Gathering. The map is divided into 
regions and the point of the game is 
to claim the largest market share in 
the most regions. Your means to this 
end is a single product, a computer, 
which you can adapt to certain 
regions’ preferences through tech- 
nological updates. Research new 
CPUs, RAM, and hard drives for 
increased Reliability, hone your oper- 
ating system for greater Ease of Use, 
or shrink your components into a 
mini-tower for better Aesthetics. A 
detailed product screen allows you 
to fine tune your computer; unfortu- 
nately, this is one of the areas poorly 
explained in the documentation. 

The different kinds of companies 
(each company excels in either 
labor, engineering, or marketing) 
require different strategies, which is 
one of the subtleties of the game. 
The balance that has to be struck among the 
different aspects of a business is at the heart 
of Entrepreneur. Action cards can be played 
to occasionally throw this balance one way 
or the other. Certain regions give you 
resources when you control them, which can 
be spent playing from a hand of randomly 
drawn cards. These cards are great in theory, 
but most of them are underpowered, adding 
only minor twists to the game, and over- 
priced, making them hard to play. The vari- 
ety of cards keeps them fresh, but the effects 
of many of them aren't clearly explained. 

For some reason, Entrepreneur is a real- 
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[clockwise from above] 


Action cards are a clever, but some- 
what underpowered, twist 


Salesmen and marketing campaigns 
are moved around the map like 
armies 


Your offices are HQs for production, 
sales, research, and marketing cam- 
paigns 


time game, but it advances in week-long 
chunks that may as well be turns. The 
amount of micromanagement required to 
run your company efficiently makes it neces- 
Sary to pause the game when you want to 
fiddle around, since timing is crucial when it 
comes to building new facilities, investigat- 


Destroy Inventory 


One of your off-work ernployees Gwithout 
your knowledge, of course) accidentally sets 


fire to target opponent's inventory. 


Pie NEN HP ne See RSE 


TUVAVIVAALY 
LEVTA VIVA 


NR 


ing regions, and queuing research projects. 
This makes it a "pause-tinker-unpause" game 
that might as well be turn-based. 

One of the biggest problems with the 
game is also one of its greatest assets: com- 
plexity. It has a steep learning curve, but 
even after you've mastered its mechanics, 
the detail can be overbearing. Color-coded 
filters are helpful at sorting out the map, but 
the game needs more detailed and compre- 
hensive reports. As it is, there's no conve- 
nient way to keep track of resources on the 
map, salesmen, marketing campaigns, and 
the specs of your competitors’ products. In 
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many cases only coarse graphs and bar charts 
are provided where raw numbers would be 
more helpful. The documentation is often 
vague, providing little information about 
some things (What does morale do? How do 
you make sure to keep training new sales- 
men? How do a region's bonuses affect the 
game?) and no information about 
others (How is a company's prestige 
determined? What is the significance 
of productivity in a region? What is a 
DU?). In addition, the documentation 
is riddled with embarrassing typos 
and errors. 

But Entrepreneur's complexity is 
also part of why it's so engaging. A 
lot of the game is spent analyzing 
the situation and planning your 
approach. It's uniquely satisfying to 
see your 
scheming 
come to 
fruition as 
you edge out 
the competi- 
tion. But its 
also extreme- 
ly frustrating 
to see your 
business col- 
lapse like a 
house of 
cards. Once 
you Start to 
appreciate the why's and wherefore's behind 
victory and defeat, Entrepreneur will keep 
you coming back to try to do better next 
time. In addition to a stable of solid Al oppo- 
nents (Stardock has a reputation for pro- 
gramming formidable Als that don't cheat), 
there are options to play against humans, 
made particularly convenient through 
Stardock's server. But the pause-tinker- 
unpause nature of Entrepreneur's gameplay 
makes it ill-suited to multiplayer games. 

Nonetheless, Entrepreneur's approach to a 
topic that many players might find dull is 
refreshing. It's easy to make an exciting 
game about shotguns, air strikes, dragons, or 
race cars; but it takes the special talent on 
hand at Stardock to make an exciting game 
about print ads, upgraded RAM chips, mar- 
ket penetration, and salesmen. —Tom Chick 


Tes oe 00 


KK KIX 


Entrepreneur 

Stardock * www.stardock.com * 
Requirements: Windows 95, OS/2, 486/75 or 
higher, 12MB RAM, 2X CD-ROM 
Multiplayer: 2-8 players, Internet, LAN 
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Prelude to Waterloo 


The battles of Ligny and Quatre Bras 


relude to Waterloo, the Battleground 
series finale, is deserving of a standing 
ovation. The expansive scope that dis- 
tinguishes this much-anticipated release from 
TalonSoft should please many Napoleonic-era 
game players and series fans. Not only does 
this new game cover the twin battles of 
Quatre Bras and Ligny in their entirety, but it 
allows players to carry forward their orders-of- 
battle into the Battleground 3: Waterloo game 
module. Within the limitations of the 
Battleground design, you can now experience 
a major portion of the Waterloo campaign in 
an unprecedented fashion. 

The most visually impressive feature is the 
enormous and splendid map that places 
these two geographically separated battles 
within a unified panorama. There hasn't 
been a recent PC game that presented these 
battles as a combined scenario, allowing 
players to experience the full military signifi- 
cance of June 16th, 1815. Earlier attempts 
from The Battles of Napoleon (SSI) and Fields 
of Glory (Spectrum HoloByte) depicted these 
two battles as independent events. 
Although Fields of Glory bundled the 
Waterloo Campaign battles (including the 
Battle of Warve) into one box, it remained a 
disjointed affair. Prelude to Waterloo exceeds 
them both by giving players the most com- 
prehensive look yet at these two critically 
aligned battles. 

Since these two battles were very differ- 
ent in character, you may prefer to play 
them as individual scenarios. The Battle of 
Quatre Bras was a British delaying action 
with wildly fluctuating odds as one side or 
the other would enjoy numerical advantages 
throughout the day. As the French player, 
you get to experience the slow going 
through the fields of tall rye and the dense 
forest of the Bossu Wood. Can you avoid one 
of Wellington’s feared flank ambushes as 
you chase the British from one chateau or 
tree to the next? On the other hand, Ligny 
was more of a set-piece battle. The Prussians 
have barricaded themselves among the sev- 
eral hamlets and villages along the swollen 
Ligny Brook. The French player has the diffi- 
cult task of rooting out the Prussians and 
then trying to cross the well-guarded 
bridges. This will be no easy task in the face 
withering artillery fire from the massive 
Prussian artillery park on the heights above. 
When playing these battles together as one 
scenario, you will definitely be stretching 
your command abilities to the limit as you 
try to coordinate these two very dissimilar 
tactical situations. 

There are also numerous scenarios cover- 
ing individual actions at Ligny and St. 
Armand, as well as plenty of exciting histori- 
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cal variations. A superior “what 
if’ scenario explores one of the 
great unanswered questions in 
history regarding the counter- 
manded French First Corps. 
What would have happened if 
D’Erlon had not spent the day 
marching back and forth in 
between the battlefields, but 
had actually been committed to 


one or both 
actions? A 
couple of 
interesting 
scenarios 
based upon 
some pre- 
liminary 
engage- 
ments set 
on the 
Belgian 
frontier during June 15th enhance the game 
package. There are also three “Art of War" 
scenarios requiring the Extreme Fog of War 
Option. These special AOW scenarios hide 
reinforcement and release schedules, while 
varying arrival times from the historical. This 
creates the tactical dilemma of having to do 
your best with what is at hand without the 
guarantee of any predictable reinforcement. 
The game also employs the same fixes 
and upgrades that have refined both previ- 
ous releases of Napoleon in Russia and 
Waterloo through the most recent patches. 
TalonSoft’'s current support for this series has 
been phenomenal compared with the indus- 
try standard. Despite customer grumblings 
with some minor order-of-battle errata and a 
couple of debatable aspects in combat real- 
ism, the series has drawn quite a following 
from players and historians alike. It will be 
interesting to see if support for the now- 
concluded series will produce additional 
patches to fine tune any future problems. 
Prelude to Waterloo is an exceptional 
adaptation of the twin battles that figured 


[clockwise from top] 
The French prepare to assault Ligny 

Just a small portion of the Ligny battlefield 
St. Armand under siege 


just as heavily in determining Napoleon’s 
destiny as did the more well known Battle of 
Waterloo, two days later on June 18th. The 
artwork for the map of the Belgian country- 
side is as remarkable as it is pleasing to view. 
The historical research for the game from 
Scott Bowden's book Armies at Waterloo and 
the archival material of David Hamilton- 
Williams demonstrates a sincere attention to 
detail. The portability of the order-of-battle 
data to Waterloo, in effect, delivers addition- 
al variety within that game set as well. This 
final salute is without a doubt the best game 
TalonSoft has produced within this design, 
and it is regrettable that the series will be 
ending with so many historical applications 
remaining yet unrealized. -Mark McIntosh 
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Prelude to Waterloo 

TalonSoft * www.talonsoft.com ° 
Requirements: Windows, 486DxX or higher, 
8MB of RAM, 2X CD-ROM + Multiplayer: 2 
players, Internet, modem, serial, PBEM 
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Crush Deluxe 


Yet another turn-based alien sporting simulation 


turn-based sports game? We don't 
A see many of those - in fact, the only 

one that comes to mind, Blood Bowl 
served if not as the inspiration, but at least 
the impetus, for Crush Deluxe. It’s a gaming 
Cinderella story of a few guys saying “We 
can do better than that.” and pulling togeth- 
er a shareware game, which was then picked 
up by a Megamedia. 

The sport is called Crush, and it’s a futuris- 
tic blend of football and hockey (maybe) 
played by various alien races. Matches take 
place in maze-like arenas filled with tele- 


The blue and white circles are teleporters. 
They’re how players enter the arena at the 
start of a match 
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porters and traps. Players are moved one at 
a time, and can run, jump, check, and toss 
the ball. Mostly, they run and check other 
players. The ultimate goal is to carry the ball 
into the one active goal area. Since each 
team (there are three in a match) is trying to 
get the ball into the same goal, a nice fun- 
neling effect concentrates the action. 

As the name implies, Crush is a violent 
sport, and often a player who is checked will 
be injured or killed. At the end of a season, 
many teams will be working shorthanded 
due to death and dismemberment. In addi- 
tion to their natural abilities, players can be 
equipped with illegal equipment. A player 
thus augmented risks being jettisoned from 
the game, but if he fools the ref the equip- 


ment might just give him the edge he needs. 


Crush Deluxe contains exhibition, tourna- 
ment and league play. You'll start by drafting 
a team, and between matches you can train 
players by using ability points they earn in 
the arena. Between seasons (for league play) 
you'll earn money to hire replacement play- 
ers or buy equipment. This constant evolv- 
ing of a team helps to keep interest high. 

Crush Deluxe can best be described as 


The guys in dark blue are setting up to 
defend the goal area. Note the knocked 
down red players 


“pleasant.” It isn't a game that'll keep you 
glued to the PC for days on end, but it is cer- 
tainly fun - a great “snack” game to sneak in 
between marathon sessions of the latest 


strategy blockbuster. —Peter Smith 


Bae oer 


Crush Deluxe 

Megamedia * www.megamedia.com * 
Requirements: Windows 95, 486DX2/66 or 
higher, 8MB of RAM, 2X CD-ROM * 
Multiplayer: 1-3 per match, 12 per league, 
Internet (via Mplayer), hotseat 


NOTHING LIKE A GOOD 


First, there’s the rush. Six degrees worth of it. Coming or going? Whe knows. But you're at the center of this suicide mission, 
| Pe and whether you like it or not (you do), you know you've gotta get this rage out of your system, or you may end up in a splatter c 
Sears self-destruction (not to mention world-wide devastation). With the weapons, raids, assassinations and other assorted chaos-canc 
of Adrenix thrashing your every molecule, you don’t have to descend to get down and dirty. It'll take you in all directions at once 
But vel nee ie over the place. 


iolect ©1997 Playmates lnteractive Entertainment Inc. PIE® is a registered trademork of Playmates Interactive Entertoinment Inc. All rights reserved. The Picymates Interactive Entertainment Inc., Adrenix ond Digital Dialect logos are trademarks of their respective own 
g } q 
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Spells of the Ancients 


MicroProse throws us a tasty bone 


pells of the Ancients is just a lit- 
% tle something to tide us over 

before MicroProse’s computer 
adaptation of Magic the Gathering 
really comes into its own, when the 
promised multiplayer capability 
should breathe new and long life into 
the game. But for the time being, 
you'll have to make do with about 
130 new cards and sealed deck tour- 
naments. 

The new cards are mainly old 
cards from some early expansions to 
the paper card game, but they don't 
change things dramatically. Dual 
lands are the most significant addi- 
tion, but some previously overlooked 
favorites like the Icy Manipulator, 
Desert, and Clone are welcome additions. 
The most significant change is the option 
for a sealed deck tournament. This adds 
both the thrill of opening a new pack of 
cards and the challenge of having to make 
do with limited resources, which will bring 


some underused cards into the light of day. 


The Al does an adequate job of narrowing 
down its cards, but here is where its limita- 


You can now customize your wizard’s appearance (for 
anyone who cares about that sort of thing) 


tions are most readily apparent. Although 
MicroProse has done an admirable job pro- 
gramming the computer to use whatever 
cards are in its hand, it’s not terribly clever 
when it comes to building decks. And 
despite claims of improved Al logic, it’s still 
not very good at long-term planning and is 
prone to oddities like self-inflicted mana 
burn and casting beneficial enhancements 


on the opponent's creatures. 

The new front end, which insists on sitting 
behind the Windows task bar, isn’t as conve- 
nient as it was when it featured separate 
executables for different portions of the 
game. Due to the new decks, the campaign 
game in Shandalar will offer a few surprises 
for its inhabitants, but since old saved 
games are incompatible with the updated 
game, players will have to start anew. This is 
a major tactical error; since campaigns are 
long-term, ongoing endeavors, there should 
be much gnashing of teeth at having to 
abandon old games. The sealed deck tourna- 
ments are enjoyable, but if you've been play- 
ing Shandalar for a while, it’s a toss up as to 
whether this expansion is worth starting all 
over again. -Tom Chick 


KKK HK 
Spells of the Ancients 
MicroProse 
www.microprose.com 
Requirements: Magic the Gathering 
Multiplayer: None 
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66 Think X-Com meets Quake 
and you might see the 
picture, and subsequently 
start salivating. 9 


GamePen 


66 Incubation looks to be one 
of the best tactical combat 
games of the year.) 9 


PC Games 


¢¢. Blue Byte has created what 
has to be one of the best 
looking strategy games ever. ? ? 


Computer Games Strategy Plus 


PC Zone 94% 

Score Magazine 10/10 

PC Games (Germany) 92% 

PC Action 92%-Gold Award 

PC Power 91%-Platinum Award 
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LABOUT GAMES - £3 1997 - BEST OF SHOW AWARDS 


Command a 21st century attack helicopter and 
battle tank with simple arcade style controls! 


Fight over 50 intense missions in 6 enormous 
levels complete with secret caves and tunnels! 


LT ARE AVAILABLE IN STORES NOW! 
PIES TODAY! TEE 


983 or download it from www.bluebyte.com. 


ce code #1NC31297 oe 
ware Inc. All rights reserved. — AGES 1st 


Cheat Thrills 


Why bring console games to the PC? 


ver the years, PC owners have 


been a little smug about the 

superiority of their machines 
for certain types of games (3D shoot- 
ers, strategy games, flight sims, etc.). 
When the so-called “next-generation” 
machines focused much of their pro- 
cessing power to producing fast 3D 
environments, the technical advan- 
tage shifted. Doom looked downright 
quaint next to WipeOut. However, as 
3D accelerators become more com- 
mon, the advantage is once again 


DAYTONA: 


CAR SETTINGS 


Saturn game, but the PC version lacks 
most of the options of more PC-cen- 
tric race games like Whiplash and 
even Monster Truck Madness. Where 
an arcade machine may only have 2- 
3 tracks, and console owners seem to 
accept straight ports with few 
enhancements, PC owners are used 
to features, features, features 
(Whiplash has more than 20 tracks). 
Why do we want Final Fantasy VII 
on aPC when we can already play it 
on a PlayStation (which costs less 
than a 3Dfx card)? 
Will it necessarily be 
“better” if given the 
full 3D card/high-res- 
olution graphics 
treatment? No, it'll 
be the same game, 
only with better 
graphics. It’s unlikely 
they'll add multiplay- 


CHEATER 


Moto Racer 


Mfehre; Racer 


TRANS 


: 


Enter the following codes as your name 
(you'll be able to enter your real name) 


CDNALSI Access all tracks 
CTEKCOP Pocket bikes 
CESREVER Reverse all the courses 


Machine Hunter 


iatilic 


Will second- 
generation 
console con- 
versions like 
Daytona USA 
and Last Bronx 
avoid the trap 
of not giving 
enugh to 
jaded PC 

| gamers? 


Galion er, speech recogni- 
Maxi tion, or any other 


feature that could 
only be done ona 
PC. So why bother? 
PC gamers also 
seem to have a high- 
er standard than con- 
sole owners (evi- 
denced by the raves 
for something like 
Resident Evil, which 
has the same basic 
gameplay as Alone in 
the Dark circa 1993, 


Enter the following words in as the password 


**URANUS** 
**SATURN** 
SHOWCREDIT 
LAZYPLAYER 
GET SACKED 
SHOWDROIDS 
NO MISSION 
GRIMREAPER 


Unlimited continues 
View end movie 
Shows credits 

All pick-ups 

Fight bosses only 
Old intro movie 
Activates exit areas 
One shot kills 


shifting to the PC. Unfortunately, the 
current fashion is to produce titles for 
both platforms simultaneously. 

The rumor that Microsoft is work- 
ing on an operating system for Sega’s 
next-generation console system 
means we're going to be seeing even 
more cross-platform games. Intel’s 
building Pentium Il-based PC mother- 
boards for use in arcade machines. 
What does this mean for the PC 
gamer? More mediocre titles lacking 
the depth we’ve become accustomed 
to. When you can develop for multi- 
ple platforms, you'll often use a single 
code-base in order to optimize your 
development time. Therefore, you're 
seeing development for machines 
with 2-4 MB of RAM being ported to a 
PC with 16-32MB to play with. 
Where’s the room for Al, for depth? 

Let’s take the case of Daytona USA. 
It’s a fantastic arcade game, a superb 
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and may have the 

worst voice-acting 
ever committed to CD-ROM). Oddly 
enough, the PC ports seem to be 
mostly of interest to people who own 
the console version (most of the early 
message traffic on the PC version of 
Resident Evil has been comparing it to 
the PlayStation version). 

What I'd really like to see are clear- 
ly defined games appearing on each 
platform. Keep the arcade games in 
the arcade, console games on the 
console and PC games on the PC. 
Don’t produce three identical ver- 
sions of the same game just because 
you can—use the advantages of 
each system to give unique game- 
play experiences. 

One final word to developers. | 
have a hard drive—I can save a 
game. If you ever make me type in 
another damn password code to 
replay a level, | will shoot you on 
sight.-Steve Bauman 


2UNLIMITED Unlimited weapon upgrades 
INVINCIBLE = Invincibility 


Claw 


Enter the codes at any time during play 
MPKFA God mode 


MPFPS_ Display frame rate 
MPPOS_ World position 
MPPSTOPWATCH Elapsed time 
MPHAUNTED Ghost bad guys 
MPWIMPY Wimp mode 


CONTENT RATED BY 
ESRB 


Available on Windows’ 95 CD-ROM 


Visit your local retailer or call 24 hours: 


1-800-695-GAME (U.S. and Canada) 


©1997 MicroProse, Inc. All rights reserved. Worms2 and Team17 are 
trademarks of Team17 Software Ltd. MicroProse is a registered trademark 
of MicroProse Software, Inc. All other trademarks are the property of their 
respective holders. Call 1-800-771-3772 for information on Game Ratings. 
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A beautifully designed sequel 


es you can save in mid-level. Yes 

there’s multiplayer. Yes there’s 3D 

card support. No, it’s not the Quake 
engine. End of review? 

Not quite. Right up front, Jedi Knight is the 
best 3D action game this year thus far (we'll 
see about Quake 2, Half-Life, Unreal, etc.). 
While it stays a little too close to the conven- 
tions of the genre and feels a little bit too 
much like an improved Dark Forces rather 
than a product with its own unique identity, 
it’s still a beautifully designed game. 

Jedi Knight continues the story of the 
young mercenary Kyle Katarn, who 
learns that seven Dark Jedi plan to 
unlock the powers of a secret hid- 
den Jedi burial ground. Along the 
way, Kyle learns more about the 
Force, and will have a chance to 
cross-over to the Light or Dark side 
based on both his actions during 
the game (basically, if you shoot 
innocent civilians, you're evil) and 
how you distribute the “Force 
points” that are given at the end of 
levels (which is often based on the 
number of secret areas found). You 
receive different game-endings 
based on the path you choose. 

Oddly, it’s the emphasis on nar- 
rative that can make single-player Jedi Knight 
a slightly less than satisfying experience. In 
retrospect, one of the strengths of Quake is 
its lack of narrative—there’s nothing to dis- 
tract you from the visceral thrills. Jedi Knight 
is the polar opposite, telling a clichéd 
revenge fantasy with full-motion-video 
cutscenes, rendered sets and actors wearing 
latex masks trying to act alien. The dialog is 
typical Star Wars; that is, it’s full of flat dialog 
that makes you say, “Did he really say that?” 
The acting is hammy, particularly Christopher 
Neame as Jerec (who seems to need an artist 
to complete his facial tattoo) and Bennett 
Gilory as Rahn, who's probably doing as well 
as can be expected of someone with rubber 
hoses sticking out of his head. Jason Court, 
who plays Kyle, is merely bland. 

However weak the narrative aspects, all is 
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forgiven when you finally 
fire up a level. You'll be 
faced with a superb 3D 
engine, one that is able to 
render environments that 
are unimaginable even in 
Quake (which can't handle 
large open areas without a 
serious frame-rate hit). It’s 
less monochromatic than 
id’s gothic colossus, and the 
polygonal characters are 
well-animated. 


The actual design of each of the lev- 
els is what ultimately sets Jedi Knight 
apart from its competitors. The first 
two levels feature what perhaps is the 
best representation of a working envi- 
ronment ever—they take place in the 
bowels of a space station. You'll be 
running around amidst a series of con- 
veyor belts and what appear to be 
containers of garbage. 

Other levels are less impressive visually, 
but include other interesting features. Level 
15—"The Falling Ship”—takes place on, duh, 
a ship as it falls to the ground. It’s a timed 
level, the only one you'll encounter during 
the game, and what makes it so brilliant is 
that each of the rooms is sideways or twist- 
ing. You'll jump on the ceiling and slide 
down the floor—boxes explode with no 
warning (OK, they explode when you enter 
the room), and the only way you'll be able to 
survive is to follow the arrows to the exit. 

Other levels are less effective. While it 
excels at enormously complex indoor envi- 
ronments, LucasArts’ 3D engine looks less at 
home in the great outdoors. If anything, the 
canyons and rivers look suspiciously like the 
ones found in Dark Forces or Outlaws. While 
the game touts 21 levels of action, six of 


The Capture the Flag levels feature built-in 
scorekeeping and play-by-play 


Expect to run into some familiar objects during 
the game 


Lightsaber battles against the “boss” charac- 
ters make up entire levels 


Kyle faces off against the dreaded 
“Man in Latex” 


we 


them feature a single battle against a Dark 
Jedi in a small-ish environment. While the 
battles provide a break from the usual rou- 
tine, they’re somewhat frustrating. 

Each level is a marvel of architecture and 
design, managing to avoid any “gotchas,” 
which also turns out to be their weakest fea- 
ture. The main problem with the levels is 
that they're not particularly difficult to com- 
plete, from a pure maze/puzzle perspective. 
If you get stuck, you just need to double- 
back and find what you've missed (try look- 
ing for ledges to jump on). The challenges 
come solely from trying to survive the 
attacks of hundreds of stormtroopers and 
such. While it’s true this is standard for 
almost every 3D shooter, more puzzle-like 
challenges would provide more variety. 

Extra marks to LucasArts for giving the 
game an impossibly large number of 
options. In addition to being able to re-map 
the keyboard and mouse, you can also set 


the way the game handles weapon-switch- 
es. Do you want it to automatically switch to 
the most powerful weapon when you find 
ammo, or do you want it to avoid so-called 
“dangerous” weapons (such as the thermal 
detonators or concussion rifle)? Do you want 
auto-aiming? How about having the game 
automatically switch to third-per- 
son for lightsaber battles? Ironically 
enough, LucasArts has probably 
opened up acan of worms by giv- 
ing gamers this many options, 
because they'll only criticize them 
for failing to include others they 
never would have otherwise 
thought about. 

Dark Forces was criticized for its 
lack of multiplayer, and Jedi 
Knight remedies that in a big way. 
You can create players, choose 
their on-screen polygonal repre- 
sentation and set their skill level, 
the latter of which determines 
the character's force points (you 
can either be a light or dark Jedi). You can 
even pick your lightsaber color. In a low- 
latency environment, you can even watch 
opposing player's heads to see where 
they're looking. 

Once you've created your character, you 
can either host or join a game. Hosting a 
game allows you to limit the skill level of 
entering players and set the number of peo- 
ple who can join up. You can also determine 
how many kills a player needs before mov- 
ing on to a new level, or whether you even 
want that to be an option. 

Jedi Knight has eight unique multiplayer 
levels, broken down to five deathmatch and 
three capture-the-flag levels. They run the 
gamut from enormous to cozy, thereby 
allowing you to customize your gameplay 
experience. Some of the levels feature full 
weapons loads, while others just have Force 
power, thereby forcing you (no pun intend- 
ed) to fight as a true Jedi (with lightsabers 
and nasty spells). Unfortunately you can’t 
control regenerating weapons, or eliminate 
them altogether, in multiplayer games. 

The Capture the Flag levels are particular- 
ly well designed, with levels that are color- 
coded for each side and designs that funnel 


All objects follow proper 
laws of physics by sliding 
down inclines and falling off 
edges 


You'll have to figure out a 
way past this force-field 


the action into larger rooms. They have 
scoreboards to show who’s winning, and a 
voice-over lets you know the status of the 
game. Too bad no one’s ever done a play- 
by-play announcer for a multiplayer game— 
imagine a voice-over of “Doofus crams a 
thermal detonator up Skywalker’s....” OK, 
maybe not. 

The game supports 3D accelerators 
through Direct3D—there are no chipset- 
specific versions (yet). On a 133MHz Pentium 
(the recommended minimum) with a 3Dfx 
card, the game is most comfortable running 
at 512x384 resolution, showing little-to-no 
degradation in visual quality over the higher 
resolutions. On the same machine, the non- 
accelerated version struggles above 
512x384, but loading the lower-resolution 
textures and running at 320x240 produces 
acceptable performance, albeit with a signif- 
icant loss of visual quality. 

In the final analysis of Jedi Knight, you 


Hope you don’t get vertigo 
or experience motion-sick- 
ness 


Stand around long enough 
and Kyle starts to fidget 


have to look at a bit of history. The world is a 
slightly different place than the one the orig- 
inal Dark Forces was born into. Then, Doom 
was the hottest game, and Duke Nukem was 
a character in a 2D platform game. When 
Dark Forces was released, it’s 3D technology 
was pretty much equal (its main improve- 
ment was the ability to look up and down), 
but its gameplay was, and is, superior. 

With id having released Quake over a year 
ago, the time was right for a new Dark 
Forces. True to form, Jedi Knight is to Quake 
what Dark Forces was to Doom—an evolu- 
tionary, rather than revolutionary, improve- 
ment. Oh, and there’s that Star Wars thing. 

The mythology of Star Wars is difficult to 
overcome. While Star Trek has been bas- 
tardized by a plethora of inferior projects, 
LucasArts has kept the Star Wars projects to 
a minimum. However, with the mediocre 
Rebel Assaults, Yoda Stories and Shadows of 
the Empire [see page 175], they seem to be 
trying their best to sully its reputation with 
gamers. Never fear—Jedi Knight has the 
same high standards for gameplay that 
LucasArts set with Dark Forces and the X- 
Wing and TIE Fighter series. 

However, if Jedi Knight doesn’t feel as 
refreshing as MDK or innovative as 
Quake, it’s not the game’s fault. The 
twin combination of 3D-game hype 
with Star Wars has caused our expec- 
tations of this “Quake-killer” to be 
sky-high, as if we're expecting 
Harrison Ford to hop out of our mon- 
itor, grab us by the shoulder and take 
us for a ride in the Millennium Falcon. 
That isn’t going to happen, so just 
play Jedi Knight and go along for the 
ride. Ignore the story and immerse 
yourself in the incredible environ- 
ments—you may never want to 
come back. —Steve Bauman 


Jedi Knight: Dark Forces II 

LucasArts * www.lucasarts.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM » 
Multiplayer: 2-32 players, Internet, LAN, 
modem, serial 
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Hexen II 


Incredible 3D fun for 
the attention-span 


endowed 


ove the game or hate it, Raven’s fanta- 
L sy first person spectacle Hexen 
brought out the best in the Doom 

engine, and in an overcrowded genre man- 
aged to create a look and feel all its own. 
This was due to the emphasis on hand-to- 
hand weaponry and the addition of complex 
puzzles and a plot. Now, utilizing a modified 
version of the original Quake 
engine (think Quake 1.5), Raven 
has struck gold again. Hexen I/ 
is one of the finest first person 
action/adventure games on 
the market. 

Admittedly, if you didn’t like 
Hexen, or don't like puzzles and 
exploration, you won't like this 
game. Hexen I/ is a combina- 
tion of the action of Quake 
with the atmosphere and intel- 
ligence of Tomb Raider. And it’s 
a hell of a game. It has great 
graphics, even in the lower res- 
olutions, but with a 3Dfx card 
(or other GL capable 3D card) 
the well-designed levels look 
spectacular. Their varied color scheme and 
atmosphere is a far cry from Quake’s monot- 
onously somber levels—Hexen // moves from 
gloomy medieval halls to Egyptian pyramids, 
Roman temples and fiery South American 
altars. The game has some excellent lighting 
effects, such as torches that illuminate dark 
halls. The audio aspect is of equal quality, 
with downright frightening sound effects 
and an impressive musical score. 

The story? With the demise of the first two 
Serpent Riders, the third, final and most 
powerful Rider, Eidolon, is making his bid for 
power on some hapless fantasy world. 
Choosing one of four different characters, 
you must go through five lands to destroy 
the four Horsemen of the Apocalypse, then 
Eidolon himself. The lands, as with Hexen, 
are essentially one continuous landscape. 
Hexen || doesn’t break itself up into a series 
of self-contained levels, but instead works 
on a “hub” system. Within each land are 
areas that you travel which combine to form 
huge battlegrounds full of monsters to kill, 
items to discover and tricky puzzles to solve. 

The puzzles in the game are generally 
item orientated, and while they aren't exact- 
ly brain surgery, many are very challenging. 
They often require moving from area to area 
within each land and paying attention to 
hints the game gives through messages and 
journals. There are plenty of action-style 
puzzles as well, such as properly timed 
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jumps and other 
platform-style 
feats. 
Additionally, 
there are the 
RPG-like ele- 
ments of charac- 
ter stats, experi- 


ence points and unique abilities and 
weapons for each character. 

While the level design is very 
impressive, searching around for 
items or locations can get tiresome at 
times, a problem made worse by the 
lack of a map function (this is proba- 
bly the only first-person shooter 
where you have to take notes). Other prob- 
lems in the game are just as noticeable. The 
Al is not particularly impressive. The monsters 
of Hexen // are far smarter than those found in 
Quake, and some even evade attacks and fol- 
low you, but often times they aren’t alarmed 
to your presence until attacked. 

There are only four weapons per charac- 
ter, along with a magical tome that alters the 
weapon temporarily. The weapons are inter- 
esting, mixing long-range with hand-to- 
hand weapons for a different feel in combat 
than standard shooters. 

Since each part of the various hubs is 
essentially a separate “level,” systems with 
less than 32MB of RAM may find the long 
load times annoying. The game still uses the 
“console” for typing many important com- 
mands, and while this is a handy feature, 
things like the mouselook command should 
be accessible from the options menu. Also, 
on launch the game automatically attempts 
to dial-up your network provider, which is 
annoying if you don’t want to play online. 
Multiplayer options are impressive, with sup- 


The mindless but extremely tough Golems are 
seen throughout the game and explode real nice 
when dispatched 


Blackmarsh used to be a thriving mountain 
town, but now the shops are dead. Or, at least, 
they soon will be 


Picturesque scenery and bloodthirsty monsters 
make an excellent combination 


port for up to sixteen players in cooperative 
mode or deathmatches. Much like Quake, it’s 
usually difficult to get a consistently playable 
game over the Internet. 

Flaws and all, Hexen II is easily one of the 
most involving and interesting first person 
journeys to come around since Duke Nukem 
3D. It's dark, it’s violent and it can be remark- 
ably frustrating almost the whole way 
through. It’s also a beautiful looking, well 
designed, challenging but never impossible 
and thoroughly entertaining game. If you like 
a little brain with your brawn this is the game 
for you and, we can hope, a good sign to what 
the future of first-person shooters is going to 
be. Jason D’Aprile 


Hexen Il 

Activision * www.dctivision.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM (24MB for GLHexen), 
2X CD-ROM * Multiplayer: 2-16 players, 
Internet, LAN, modem 


Scream through combat strategy and savor every GUT-WRENCHING at jl - o) 
moment of annihilating your enemy. With rage in your veins and rma ; ‘a sy 


ASSASSINATION on the brain, be prepared to command this 7th Legion™ 
battalion in the ultimate UNTAMED DEATH FEST. Because once you're in-it's 
all about balls-to-the-wall real-time combat action, where “paying your 
respects” is done with a dignified sINGLE FINGER SALUTE. 


™ 


AVAILABLE ON WINDOWS 95. VISIT YOUR LOCAL RETAILER OR CALL: 1.800.695.GAME 24 Hours (U.S. AND CANADA) 
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Terracide 


More aliens for your chewing pleasure 


comes higher expectations. Take Eidos, 

for example. Their smash hit Tomb 
Raider, featuring the voluptuous Lara Croft, 
single-handedly gave male gamers a higher 
“batting average” than Ken Griffey, Jr. and 
Hugh Hefner combined. Now along comes 
Terracide, trading catacombs and viny| 
breast implants for vast tunnel networks, 
poly-xenology, and not much more. 

The premise of the game involves fellow 
humans from Christmas past who've 
returned after a long hiatus on the outskirts 
of the galaxy. Upon learning that Charlie's 
Angels had been canceled during their 
absence, they immediately riddle the planet 
with the usual arsenal of destructive 
weaponry. Naturally, of the several billion 
folks on Earth, only yours truly and a newly 
christened space fighter can prevent the 
impending doom. Your mission requires you 
to destroy each ship in the invading fleet 
one by one. 

In the same vein as the Descent brothers, 
the game focuses on long, expansive tun- 
nels, occasionally broken up by rooms and 
caverns. Under the guise of infiltrating the 
invaders’ monstrously large space fleet, play- 
ers cruise through bright, sterile, metallic 
corridors in place of the typical dark, dingy 
tunnels. In an apparent effort not to tamper 
with the fragile psyche of action gamers, the 
same standard rules of war exist here as in 
every other 3D shooter: “Blow up the uni- 
verse. Punch the emblem ending every level. 
Find out how many secret places you 
missed. Repeat.” 


j t’s a biological fact: with higher success 


Sporting both speedy frame rates and a 
convincing head swaying effect during 
erratic maneuvers, Terracide gives an excel- 
lent impression of navigating through zero- 
gravity environments. Though your space- 
ship sports a schnozz that’d humble 
Pinocchio, it quickly proves itself as an agile 
craft for in-close fighting. A full arsenal of 
weapons and a fairly hefty shield make you 
a hearty invader against the throngs of 
humanoids within each hull. 

Enemies in the game offer fierce resis- 
tance to your presence, though they’re not 
particularly well-endowed between the 
aural probes [er, let’s not go there. —ed]. Very 
quickly, one just nestles into the usual tech- 
nique of backing up in long corridors and 
sliding left and right while firing. Still, the 
sheer numbers of enemies attacking you in 
almost every corridor keeps the action mov- 
ing despite the rampant tactical loopholes. 

With or without acceleration, the game 
showcases some of the most eye-popping 
visuals to date. Even the main menu sparkles 
with lighting effects and a spinning list of 
options that'll have stomachs churning from 
vertigo. Enemy robots and geometric mishaps 
disguised as the former explode in a glorious 
display of even more dazzling geometric 
debris. Tunnel after tunnel (after tunnel, after 
tunnel) proudly utilize all of the latest fads in 
technology as if each one were being 
revealed for the first time. Transparent effects 
from explosions, illumination of walls from 
weapon rounds striking nearby, and other 
dynamic lighting techniques pound the cow- 
ering corneas of gamers from start to finish. 


Oddly, the insurmountable problem with 
Terracide just happens to be its strongest 
point, too. That is, it’s less a game than a 
technology kiosk. While it’s easy to appreci- 
ate Eidos’ enthusiasm for packing the visual 
goodies in every possible nook and cranny, 
there’s a fine line between slick presentation 
and old-fashioned showing off. Just because 
a game can show a billion shades of color at 
the same time and make every room pulse 
like a rabid disco ball in Tammy Faye’s cellar 
doesn’t mean the game has to utilize these 
features relentlessly. 

Once past the unbelievable display of 
special effects, the halls and caverns merely 
echo with the emptiness of another mis- 
guided attempt to hide weak gameplay 
with pizzazz. The levels are dull, lacking cre- 
ativity and shedding doubt as to whether 
the developers ever remembered there was 
a third axis to work with. An occasional 
glimpse of imaginative design breaks 
through (particularly the neat trick of letting 
players fight outside the ships, navigating 
to an entry point to the tunnels a la 
Hellbender); overall, though, those snippets 
of ingenuity don’t compensate for the list- 
lessness of Terracide. 

Owners of Descent // who possess an 
insatiable desire to careen down just one 
more hallway will enjoy the similarities of 
Terracide to its obvious inspiration. Most 
folks, however, will find the game world 
common, the graphics jarring, and the 
faint odor of déja vu permeating every 
blinding tunnel they've seen so many 
times before. -Tim Royal 


Blowing up these computer banks will 
destroy the ship. Ambush imminent 


Astounding visuals (including the destruc- 
tion of this ship) are everywhere in 
Terracide 


= ———ay 
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The “novelty” in the game, and a good one 
at that, is the outside combat sequences 


Spiraling corridors designed to make any 
dinner a twice-consumed affair 


Terracide 

Eidos Interactive * www.eidos.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM + 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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hen the evil’ sorcerer 
Balkoth threatens the peaceful 
people of Urak with death and 
Bi destruction, brave heroes with 

<> Bares magical powers must rise up to 
3 stop the reign of terror and 


OQ eb s 3 sr I : 
0M AIC al FACES defeat the forces of tyranny. In 


Lords of Magic, the successor to the popular Lords of the 
Realm II, you enter .a fantasy world where good and -evil 
fight for primacy against a mystical backdrop of wizards, 
warriors, spells and storms, giants, 


gnomes, and Barbarians. 


Building on the dramatic features that 
made Lords of the Realm If a break- 


through in strategy gaming, Lords of 
Magic combines turn-based exploration 
and resources management with _real- 


time combat. Join forces with others 


(up to six players can compete on a 3-9 TELL arm_ediver 


LAN or over the Internet) or marshal 
your forces to take on: Balkoth and his Barbarian allies alone. 


Youll. command up to Eighty creatures, including elves, 


vampires, skeletons, and gargoyles, as you defeat evil and save 


more choices, more outcomes, and 


unlimited replayability. 


Lords of Magic features.a true 3-D 
game map, with 16 bit SVGA 
Graphics and a powerful map 


editor that puts you in control 


and texture. 
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the realm. Wielding the forces of magic - 
through. spells and artifacts of power, . 


you can take multiple paths to victory: 


of terrain height, topography, 
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As you explore the land of ural 
Pr alsin : 


you'll bartle in dack and mysterious — 


caves, castles and dungeons 
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wizard tower sorcerers 
practice their secret 
arts to conjure magical 
creatures and train 


new acolytes 


peep inside your 


select one of eight 
cities to be the center 
of your empire 


~ 
¥ 
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(a In your library wizards 
will cesearch spells to 


OVETPOWEL your enemies 


when you confront 
3 the enemy forces of | 
~s eealkoth, “zoom in” 
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to ceal time com 


~ here to meet your friends only to. 


-Soniething has gone terribly | 
wrong in Cyclone, You've come 


HaRvest' oF Souts 


you can unravel. | place in town without back tracking. 


. Hey, no pressure, Ify you fail, your friends die 


Ce gam aA te ie ey cher, ee. here than it is to leave. 
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Download the frei playable demo | now at www.s ierra.com/shivers2 


Free Diablo Shareware with. puree Se Shivers es Mail- In lose donate box. insotons for details: 


fine everyone gone. — - ee oe | ke IN TH E Nel LAIM BD § SERIES oe he ‘suspense to the next level: - 
It’s just you, a dying desert - es ae eee as oes Ue telitetice replayability with 
town and the eerie feeling you’re bes. weesleld. Soon, - apes completely different endings. © : - 
a frightening tale of murder, accidental death and Indian ‘e © Pulsing musical s score that’s integral ire) che. game. 
; ergs begins to unfold. A dark, ‘complex napete ey that eee ee ag Ol mapping feature lets you jump inste 


Developed by the avmedvwifning” 
‘team that brought y yolemeate original 


Shivers,” Harvest of Souls’ takes 


| mney. Ke) any 


So come to Cyclone. You’ l find itsa lot easier re) get 
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Shadows of the Empire 


The frustrating side of The Force 


ucasArts 
seems to 
make two 


kinds of Star 
Wars games. 
There are the 
storied classics, 
such as TIE 
Fighter and Dark 
Forces, and then 
there are the 
instant duds, 
such as Yoda 
Stories and Rebel 
Assault Il. You 
can file Shadows 
of the Empire 
under the latter 
category. 
Compared to 
the Nintendo 64 


w= Laser 


version released last “Hey, aren’t you in the wrong game?” Dash meets a Silencer-wannabe 


year, the PC-port of 
Shadows of the 
Empire features better graphics and sound 
along with 3D-rendered cutscenes. Apart 
from that, the new version sports the same, 
mind-numbingly repetitive gameplay that 
plagued the console game. 

Played from either a first or third person 
perspective, the 10 levels 


accelerator, are excellent and considerably 
better than the Nintendo version, and the 
production values are high all around. Yet in 
many ways, this seems like nothing more than 
a 3D-version of Rebel Assau/t—lots of flash 
and little substance._Jason Ocampo 


of the game will have 
you doing everything 
from flying 
snowspeeders to 
roaming the sewers of 
Coruscant. On paper, 
it's a can’t-lose con- 
cept. In reality, it’s a 
can t-win game. 

If your idea of fun is 
playing the same exact 
level over and over 
(and over) again 
because you can’t beat 
the nearly-impossible- 
to-defeat level boss to 
move on, this is your 
game. Considering 
that some of the levels 
can take up to 20-30 
minutes to negotiate, 
the entire thing gets 
rather tepid fast. 

Showing its console roots, the PC version 
lacks a save game feature, which would 
have helped to alleviate a lot of the frustra- 
tion. And some randomness could have 
gone along way as well. As it is, the game 
has little replayability. 

Shadows of the Empire could have been a 
great game. The graphics, which require a 3D 


Stormtroopers 


He should have taken Door #2. Dash stumbles into a gaggle of 
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Shadows of the Empire 

LucasArts * www.lucasarts.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM, 3D 
accelerator + Multiplayer: none 
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visit your Local retailer or call 
1-800-789-1534 


to order a copy today! 


“Did you know you get a free 
copy of Hoyle® Blackjack when 
you buy any other Hoyle’ game 

at Computer City?’’ 


“No, I didn’t. 
And I bet you didn’t know 
the Queen was hanging out with 
some joker the other night.” 


What a bunch of cards. But it’s true: Buy any Hoyle® game at Computer City and you'll get Hoyle® \{j 
Blackjack for free—a $15 freebie. Choose from our hotoffthe-CD-press Classic Board Games, or these collec- " 
tions: Casino, Classic Card Games, Poker, or Solitaire. Unlike the cheesy games that came on your 
computer, these are fulHtblown productions, with features like internet play, and a cast of sharp-ttongued, 
animated characters for you to compete against.This offer is good at Computer City, November 
through January, while supplies last. So get down there before some other joker beats you to it. 
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Moto Racer cvatitabtet 


The best racing game Sega’s never released 


he obvious inspiration 

for Moto Racer is Sega’s Wiley, \elec4 

arcade game Manx TT — 4 Mm CHOOSE BIKE 
(soon to be playing on a PC bas | 3 ee 
near you). From the tracks to 
the planes that seem to fly 
overhead at the most graphi- 
cally appealing moments, it 
has everything you've come 
to expect from a modern 
arcade game. 

However, Moto Racer looks 
considerably better than any 
arcade game, Manx included, 
thanks to its support for 3D 
accelerator cards (via Direct 
3D). Unfortunately, it shares 
with its arcade cousins a decid- Here's the extent of the game’s strategy 
ed lack of depth, with only 
eight tracks to race on (more when they get running the fastest 3D card there’s still a 
reversed) and arcade physics. The main fairly sizable draw-in problem. However, a 
133MHz Pentium with a 3Dfx 
card is able to run the game 
with maximum details at a con- 
sistently high frame rate, so 


what’s to complain about? 
Overall, Moto Racer is another { l | ie 
of those “must-have” games for ? 2, 
3D card owners. It’s pretty shal- C ie. NOL L (| 


low, but eminently entertaining. C Of") (jor c) 
-Steve Bauman fe) C L ()f) 


Both in motion and in still shots, this is ANN 
one attractive game . als 0 


Strategy is looking at the 
track and figuring out 
whether you need a bike 
that accelerates quickly, has 
a lot of grip or has a higher 
top-speed (does anyone 
care how well the brakes 
work?). The street tracks, in 
particular, are a bit dull, if 
visually arresting, due to the 
non-existent bike modeling. 
However, all is forgiven on 
the snow and dirt tracks. 
Here you get a thoroughly 


eenaing wot pyc | ' NIERACIVE 
matter how “wrong” it may be. If you’re ever rarer 6 rr MAGIC ro in 


looking to induce vomiting, try switching to 
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BATTLES 


WWU.LMaglcgames com 


first-person mode and racing on one of the Moto Racer 

dirt tracks. Go up, and down. Up, and down. Electronic Arts * www.ea.com * vestt your Local retailer or call 

Up, and down.... Requirements: Windows 95, 9OMHz Pentium 1 - 8 0D <7 8 o ot 534 
Playing Moto Racer on a machine with a or higher, 16MB of RAM, 2X CD-ROM » 

3D accelerator card is the only way to go, Multiplayer: 2-8 players, Internet, LAN, to order a copy today! 


though on even the most powerful system modem 
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Seek fortune, power and iieeabiee in the 


faithfully rendered realms of Anuiire. 
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Become one of 34 interactive characters 
fighting to rule your domain. 
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In trigue. Sorcery. 
Bloodtheft. It’s all part 
of everyday life in the 
captivating world 
of Birthright.™ 
your battle against evil 


& begins in Cerilia, where you © 


alone have the power to 


preserve your domain. Your @ 


weapons? Strategy, skill, 
magic, and a unique 
heritage of divine power: 
your Bloodline. 
Discover what happens 
when fantasy role-playing 
) meets battle/strate: : 
| with Birthright. Available 
now on 1 CD- ROM. : 


Ihammer of Thunder 


pi Amulet of Spoed 


Liirenna’s Favor 

I Banner of Rovle 

Chalice of the Dead 
Roe 


1Ogre Orun 


Collect spells, weapons, blood abilities 


and the power you need to conquer evil. 
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Machine Hunter 


It’s Loaded and ready for action 


t's the year 2084 and your 
: mission is to fly on over to 

Mars, take out a series of 
death robots, invade their bod- 
ies, and use their powers to 
take out the rest of the bad- 
dies. Machine Hunter's big 
“innovation” is the “invade 
their bodies” part—you can 
take over the machines that 
you destroy. 

There are 16 levels of action, 
all with the usual complement 
of power-ups, hidden areas, 
etc. The graphics are decent, 
there’s lots of pointless light- 
ing effects and the sound 
effects are well done (in partic- 
ular the “squish” sound when 
you shoot another human). It’s all good low-resolution graphics you'll find a decent 
overhead-view, pointless action 
game. However, it all seems a 
bit too familiar, as it’s basically 
a version of the PlayStation 
game Loaded minus the psy- 
chopaths (and Loaded was basi- 
cally Gauntlet). It's artistically 


Not the giant lizard-like thing! Oh god, not the giant lizard... 


bankrupt and so derivative of jem eo 4 

other titles it has no real identi- > a Fs ‘ 

ty, just like all of the characters aT lel l f) g 4 () U] Lf} 
in the game. —Steve Bauman ju 7 St E f) e Ss et 2) 
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Expect the usual assortment of 
superfluous lighting effects 


bloody fun for a couple of 
hours. There are plenty of 
multiplayer options (not 
tested), and the game will 
support three players with a erkinite Sas iice ee: 
one CD-ROM. | rc maaan ed ronments Pee 

The controls are some- i | ai : | ‘ 
what problematic. It uses a 
Robotron-style “move in one 
direction, fire in another” 
interface, but the keyboard 
cannot be re-mapped (it 
uses the arrow keys for 


ty 


* . 
movement and the keypad 4 


for aiming, which gets 
mighty crowded). It sup- 
ports a gamepad, but again you can't 
change the button layout and it’s keyed for 


the layout of a Gravis four-button pad (if Machine Hunter | , 

you have six buttons, you'll have to re-map MGM-Interactive * www.machinehunter.com t. your ‘Local retatler or call 

your brain). * Requirements: Windows 95, 60MHz i - 8 00 - 7 8 DA 5 3 4 
Aside from the control issues, there is Pentium or higher, 8MB of RAM, 2X CD-ROM 

nothing terribly wrong with the execution * Multiplayer: 2-8 players, Internet, LAN, to order a copy today! 


of Machine Hunter. If you can get over the modem, serial 


Road to Nowhere 


Hello MUD-er, hello Homer 


Jools enters the game 

Ludmilla> Huggs, Jools!!!!! 
<g> 

A sinister avocado takes a 
swipe at Fartbreath and misses! 

Ratboy> Hi Jools! Where’ve ya 
been? 

<Fartbreath hops from one 
foot to the other, winking 
seductively at Jools> 

Kewldude> How old r u? 

Ratboy slices a sinister avo- 
cado, causing 231 points dam- 
age! 

Klunkerhead> Hey, Jools! Join 
in! 

Jools> Hi all. How’s it 
hangin’ Klunk? <elg> 

Kewldude> How old r u? 

<Jools hops from one foot to 
the other, winking seductively 
at Fartbreath> 

Ludmilla slices a sinister 
avocado, causing 100 points 
damage ! 

A sinister avocado lunges at 
Ratboy, causing 53 points of 
damage! 

Ratboy> Ouch! 

Ludmilla casts Heal on Ratboy 

Jools dices a sinister avoca- 
do, causing 100 points damage! 

Ratboy> Thanks Lud, my little 
pumpkinhead!!!! <g> 

<Ludmilla bows graciously> 

Kewldude> How old r u? 


Klunkerhead crushes a sinister 


avocado, causing 250 points 
damage ! 

Jools> Has anyone seen Anne 
of Cleavage? 

Ratboy> Not since last 
Tuesday. 

Ludmilla> Think she’s having 
cat problems... 

Kewldude> 
HUH?HUH? HUH ?HUH?HUH? HUH? 

A sinister guacamole senses 
its defeat and slinks away into 
the darkness. 


nd so on...as fast as their little fingers 


Surely you've been there. This is a 
very primitive example of a MUD style game. 
MUDs have been around for a long time - 
certainly before anyone had even conceived 
of the possibility of the sophisticated graphi- 
cal RPGs we see today. And surprisingly 
enough, there are folks who continue to 
make this style of gaming their drug of 
choice. | never understood why. But after 
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can type. A chat room with a nemesis. 
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speaking to quite a few devoted MUD-ers, | 
notice that three reasons predominate. 

First and foremost, and agreed upon by 
all with whom | spoke, the social interac- 
tion is worth almost more than the game 
itself. Playing with other people in an envi- 
ronment where personal expression is so 
important far surpasses single player gam- 
ing, or even multiplayer gaming where 
your persona is dictated by the setting. 
They way they describe it, it sounds a lot 
like what they would say if someone asked 
them why they belong to a church group — 
the sense of community, of belonging, of 
family, of service to others less fortunate. 
(Of course, in a MUD, “alms” often material- 
ize as “arms,” but in some parts of the 
world that’s true in real life as well...). They 
have friends there. It’s something they can 
count on. Ann of Cleavage’s cat problems 
are just as important as the ogre (or avoca- 
do) around the corner. 

Next we see something analogous to the 
book/film comparison often offered by avid 
readers. Nothing technology can provide will 
ever be more vivid than that which is created 
by your imagination. Never. The demons of 
our dreams are way scarier than the ugliest 
rendered tentacled creatures on screen. 

Finally, most MUDs are free. For merely 
the price of your ISP, you can escape from 
life for a hundred hours a week at no addi- 
tional costs (other than those incurred by 
treating cardiovascular problems, or hiring 
divorce lawyers). An up-and-coming graphi- 
cal MUD-style game, ///usia by Living Mask 
Productions, will attempt to charge for the 
privilege of playing there. President Michael 
Browning is confident that this world has 
enough to offer to make paying players 
happy. Perhaps this is true, even though 


[top to bottom] 


Moe smuggles pandas in the back room 


Illusia —- as graphical as this looks, it’s still a 
MUD at heart 


Ultima Online is having enough problems 
doing the same, at least initially. Visit ///usia 
as www.illusia.com. 


Mmmmmmmm....lard 

Homer, Marge, Bart, Lisa, Maggie, Apu, 
Krusty, Mr. Burns, Ned Flanders, etc., are all 
romping across the small screen in Fox 
Interactive's Virtual Springfield. More a toy 
than a game, this title invites you to explore 
the city of Springfield (the alleged birthplace 
of the glove compartment) and observe its 
denizens as they muddle through daily life. 

Lovers of The Simpsons will find a lot 
that’s humorous here. From the “I survived 
Timmy O'Toole being trapped in a well” T- 
shirt in Homer's bedroom, to Lisa’s library, 
where Jane Austin’s Sense and Sensibility sits 
next to a copy of Scratch ‘n’ Sniff Senate, 
Simpsons fans will find themselves often 
chuckling out loud. Ned Flanders’ living 
room fairly reeks of irreverence, with all TV 
channels blocked out except the Messiah 
Watch Network; and the kids’ toy collection 
containing such favorites as the battling 
Stone-em Atone-em Bible-bots, and the Last 
Supper Action Set, complete with chalice. 

A few lifeless arcade games and a trad- 
ing card hunt contribute to the “game” part 
of the product, and the interactive scenar- 
ios are limited and few considering the 
potential of the license. You'll laugh hard, 
but find yourself really, really wanting a 
whole lot more. True Simpsons fans should 
buy it anyway. After all, it comes with an 
AOL disc. —Cindy Yans 


Features z : 
¢ Fully animated 3D inventory system 
+ Realistic style puzzles with sensible 
interaction — 
¢ Fully Ray traced locations 
% 360 degree seamless animated display 
¢ 64,000 color game world 
+ Incrediblé.atmospheric gameplay 


the playable demo 
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Boots of Re 


Unca Solves the Final Antara Chapters 


his month we finish the Betrayal in 
T Antara walkthrough and solve a par- 

ticularly puzzling sequence in The 
Space Bar. Business has been brisk in The 
Boots of Re, and the boys (Bashed, Battered 
and Bewildered) had to stop a particularly 
vicious brawl when a rowdy group of fans of 
the strategy game, X-COM Apocalypse, start- 
ed chanting “We’re number one!” 


Hot & Not 

Betrayal in Antara was still the most popular 
role-playing adventure during September. 
Twinsen’s Odyssey again garnered the most 
adventure game votes. 


Betrayal in Antara 

The main objective in Chapter Seven is for 
the two parties to join together. From 
Kaelyn’s father’s house Kaelyn and Raal must 
go northwest through Ridgewood to 
Grandeur where a Tr’Kaa messenger gives 
them a note from William and Aren instruct- 
ing them to go to Darvi. At the Reliable 
Couriers they'll be directed to the Feral Duck 
Inn. The innkeeper, for 30 (and then 45 
more) burlas will hand them a note asking 
them to go to Antara. 

Along the way is an optional but reward- 
ing adventure involving senwater and a shov- 
el. Soeak with Jhana at the Temple of Henne 
in Durst, get blessed, and go rescue Phoebe. 
Use the shovel and a single senwater at the 
base of the tree. Go back to Jhana to have all 
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the party's skills increased by three points, 
and to receive some other benefits. 

The bridge west of Durst is down so go 
west to the fork in the road, then north and 
follow the road through Camille and 
Eastbank. At the next major fork go west to 
Burlen and then south to Everton. Go west 
and south to meet William and Aren. Clear 
the mercenaries out of the pass to Korus 
Landing by combining three pieces of rope 
and flasks of oil into incendiary bombs. Use 
the bombs on each group of mercenaries 
(do not initiate combat). Go to Antara. Raal 
leaves the party near the city gates, click on 
William or Aren to join the parties. Click on 
the gates to end the chapter. 

Who killed Gregor? Solving this mystery is 
the primary objective of Chapter Eight. Go 
to the Mortar and Pestle Shop in Breland for 
fidali leaves. Go southeast to Knightridge 
and talk to the barkeep at the Sword and 
Crook to learn about a local artist. Knock on 
doors to find him. He'll refer the party toa 
farmer next door. Talk to the farmer for a 
clue to the mystery. Go south to the ship- 
yard in Nathby and look hard for Captain 
Tyee (he’s difficult to find). 

Buy ale and fatty meat at the Lusty Maiden 
Bar. Poul, standing at the bar, will refer the 
party to Misha in Beluckre for ale. Misha is in 
a large building without a sign. She'll 
exchange the key to Gregor’s room in 
Havesly for sencream. Give Marlon at 
Marlon’s Mercantile senwater, fidali leaves 


and fatty meat. He'll give the party sencream. 

Go to Lord Sheffield’s castle in Havesly 
and talk to Sheffield at the entrance. Go to 
the Sentinel Inn and give Gregor’s key to the 
innkeeper to get access to Gregor’s journal. 
Read the journal and speak with the banker 
in the bank and then with the man in the 
house nearest the lighthouse (northeast of 
town). Go to the lighthouse and click on the 
rocks at its base to find two incriminating 
notes. Go back to Sheffield’s castle to end 
the chapter. 

The primary objective of the ninth and 
final chapter is to reclaim the souls of the 
consort and princess. The chapter begins in 
Sheffield castle. Go to the northwest corner 
of the main floor to take the stairway up to 
Selana’s room on the second floor. Get the 
cellar key from the chest (and a piece of 
paper) and go downstairs to the gate in the 
northeast corner and use the cellar key. 

In the caves, read the note on Petrov’s 
body. Return to the castle and exit. 
Northwest of the castle is the entrance to 
Bryce’s caves. Enter and go to the old lair to 
read notes inside a chest. Go north to the 
Waste. After winning the battle with Bryce’s 
hounds and Bryce go north to the 
Workroom and talk with Bryce. Open the 
chest and take a single unit of senwater, 
nudberries, Tr’'Kaa feather, talicor powder 
and hardening fluid. Drop them into the 
cauldron to end the chapter and the game. 
—Andy Backer 


[left to right, top row] Turn the top left switch 
off, the middle left and lower left switches 
on, flip the middle right switch down, the 
lower right switch left, and press the Wait 
button 


Flip the top left switch on and press the Wait 
button twice 


[left to right, bottom row] Turn off the top 
left switch and flip the middle right switch up 
and press Wait 


Turn the top left switch on, turn the middle 
left switch off and press Wait 


Flip the lower right switch to the right and 
press Done 
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Riven 


A beautiful work of art 


hen something is elevated to the 
level of a pop-culture phenome- 
non, it’s always the purists who 
wish to knock it down. There’s often been a 
lack of critical respect afforded to artists that 
manage to successfully combine craft and 
commerce. Somehow their works manage to 
connect with people, and whether or not you 
“get” their appeal, they cannot be ignored. 

Myst, of course, is a pop-culture phenom- 
enon. The best-selling CD-ROM of all time (at 
over 3.5 million and counting), it’s beloved 
by many and seemingly hated by even more 
— there’s little middle-ground. Its followers 
are passionate about its world and its 
mythology; its detractors say it’s a screen 
saver rather than a game, as if there is some 
sort of concrete definition of that nebulous 
and fluid term, and they alone know it. 

Looking at Myst four 
years after its release, 
the truth can be told — 
it's an excellent adven- 
ture game. Had it been 
produced by LucasArts 
or Sierra, Companies 
with a long history of 
both critical and com- 
mercial success in the 
genre, no one would 
have batted an eyelash 
over its blockbuster sta- 
tus. However, many 
non-adventure game 
fans felt compelled to try 
the game being covered 
by the mainstream press and were left slightly 
less than unimpressed (never mind they prob- 
ably didn’t like the genre to begin with). 

Riven, the sequel to Myst, is likely to be 
harshly criticized by those same people, and 
beloved by all of the people that made Myst 
such a success. Once again it often feels like 
a screen saver, with static screen after static 
screen, and an attempt at a Quicktime VR- or 
Zork Nemesis-style 360 degree panning envi- 
ronment is almost laughable. It has the same 
simplistic interface, lack of inventory and no 
meaningful interaction with the natives — 
things that frustrate long-time adventure 
gamers. However, Riven sucks you into its 
world even more effectively than Myst ever 
did, fleshing it out with more story, better 
integrated puzzles and a visual splendor that 
must be experienced to believe. 

Perhaps the most interesting thing about 
Riven is what it doesn’t do. It doesn’t dumb 
itself down in order to appease to the main- 
stream audience that bought Myst and never 
got off the first island. It delves deeper into 
the mythology and back-story of Myst, doling 
out new evidence about the D’ni, the ancient 
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eer 


civilization that gives Riven its flavor. 
To give away too much of the plot 
would ruin the game, so skip ahead if 
you're at all concerned about reading 
a few plot points. Riven, like Myst, puts 
you in a world without giving you 
much of a push in any particular direction. 
The D’ni possess the ability to travel 
between realms by writing books that 
describe these worlds. These books serve as 
links to the worlds. Unfortunately, these 
skills tend to imbue certain D’ni natives with 
the feeling that they're god of the realms. 
One such deluded novelist is Gehn, the 
father of Atrus. Atrus created the linking 
book called Myst, and the game of the same 


name dealt with the problems of Atrus’ sons. 


Riven picks up after that adventure. 

It seems Gehn is trapped in the world 
called Riven (why is for you to discover), as is 
Atrus’ wife Catherine. Atrus needs someone 
to travel to Riven in order to rescue 
Catherine and save the inhabitants of the 
collapsing realm. You're given a one-way 
trip to Riven, with Atrus’ assurance he can 
get you back when your task is complete. 


[top to bottom] 


You'll occasionally bump into an animal or per- 
son in Riven - here’s a sunner, er, sunning itself 


No, you won’t find Superman here 


Someone’s been cutting down all of the trees... 
but why? 


Upon completing the game, you'll get one 
of three different endings, all of which are 
the antithesis to the neat and satisfying end- 
ings we've become accustomed to other 
games spoon-feeding us. 

Most of the above information is contained 
in a journal that Atrus gives to you before your 
trip and is available as soon as you start the 
game. Eventually you'll find two other journals 
on the island which will effectively tell the tale 
of Riven, and give you more of the histories of 
the D’ni, Atrus, Catherine and Gehn. 

It's somewhat ironic that in this digital 
medium, Riven utilizes the written word, 
without even a voice-over, to tell its story. 
Reading the journals littered around Riven 
helps bring out the game’s human element, 
and when you consider the family conflicts, 
the sons battling fathers, you realize how 
Riven’'s creators are trying to generate their 


your ever mov 
xt one could be 


PLANET.-@~EXPLORER 


a = a td : 
os re : Pa 3] ¥ t 

a 5 a j i ss f r3 F rm ? 

Pe B88 Ss a a 
= - = | PS ¢ a | & : 
E 2 = =& =) H Ff 2 : bee ; 2 
FS = = oa: Ss ; a io ae 

a. = . a 
Z 
f ae = 
, 


[HE PETER RYRL 
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own mythology. That they succeed is a tes- 
tament to their skills as storytellers. 

And that is ultimately what Riven, and 
Myst before it, is all about. It’s about the lost 
art of storytelling, of the diminishing art of 
both oral and written communication. It 
manages to be both pretentious in its goals - 
you half expect a “Reading is Fundamental” 
sign to appear somewhere — and unpreten- 
tious in the way it presents them to you. 

Riven comes on five CD-ROMs and takes 
place on five different islands, each con- 
tained on its own CD, so there’s minimal disk 
swapping. Each island is populated by vari- 
ous machines and devices, and like every 
game since Myst, it’s up to you to figure out 
how to operate them. Most are fairly simple, 
while others require painstaking note-taking 
and backtracking to look for clues that are 
littered throughout the islands. 

Until very late in the game, you won't 
mind the exploration. Though it’s not some- 
thing hardcore gamers care to admit, graph- 
ics do matter. When experiencing the world 
of Riven, it’s hard not to be in awe of the 
visuals. Beautifully rendered in 16-bit color, 
the level of detail is astonishing. It’s without 
question the most organic and realistic vir- 
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tual world ever realized on the com- 
puter. Some of the scenes look like 
photographs, but up close you realize 
the trees are like nothing else you've 
ever seen, and the animals sunning 
on the rocks don’t exist in our world. 

However, it’s not all about graphics. Using 
the traditional method of calculating an 
adventure game’s worth, it comes up a bit 
short. It doesn’t take that long to finish 
(maybe 20 hours) and most of the puzzles 
are logical and relatively easy (though 
they're beautifully integrated into the envi- 
ronment and eminently believable). 
However, you get the feeling the creators of 
the game were in no particular hurry to fin- 
ish the game, and you shouldn't be either. 

It also doesn’t take many chances with 
the original Myst formula, and by playing it 
safe, it occasionally feels like a re-make 
rather than an all-new game. In so many 
respects, Riven, like Myst, isn’t as revolution- 
ary a product as the original Zorks or King’s 
Quest were. However, digging below the 
surface, you can find something truly revolu- 
tionary about both games. They don't fit in 
the mold of what a computer game’s sup- 
posed to be. If a developer wants backing 


[clockwise from left] 
Methinks this is a puzzle... 


Moving between islands, you're treated to 
breathtaking rollercoaster rides 


The textures used on the gameworld objects 
are incredibly life-like 


Gehn is conducting some interesting experi- 
ments in his office 


No, it’s not a photograph 


for a project, there’d better be more action 
and explosions than character development 
or a point. The battle between good and 
evil, which is pretty much the plot of every 
game in existence, has become an excuse 
for a lot of sound and fury. With those limita- 
tions, what’s the gamer to latch on to? 

This is why Riven feels so fresh. You latch 
on to all of the subtle details Robyn and 
Rand Miller and Richard Vander Wende have 
created for you. Turn off the lights, crank up 
the speakers and immerse yourself in this 
beautiful work of art. -Steve Bauman 
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Riven: The Sequel to Myst 

Red Orb Entertainment * www.redorb.com + 
Requirements: Windows 95, 1OOMHz 
Pentium or higher, 16MB of RAM, 4X CD- 
ROM; MacOS, System 7.5 or higher, 9OMHz 
PowerPC or higher, 9MB of RAM, 4X CD-ROM 
* Multiplayer: None 
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Dark Earth 


Out of darkness dawns a light 


ames don’t get much more absorb- 

ing than Dark Earth. This 

action/adventure plays like a Swiss 
clock, is a visual feast and has a suspenseful 
story line. Its chilling introduction includes 
numerous nuclear bombs devastating the 
world’s cities. Dark clouds of dust cover the 
earth. Only a few fortunates escape to a 
mountaintop where the sun still shines. 
There, these survivors erect a temple to the 
sun in gratitude. 

Years later, this sun-worship- 
ping society produces Arkhan, 
our sword-wielding hero. He 
becomes contaminated with a 
disease they call “the black rot.” 
It slowly turns him into a beast 
with razor-sharp claws (similar 
to Marvel Comics’ Wolverine, 
but with more hair). His former 
friends, who are now afraid of 
him, shun him and his enemies 
try to kill him. He is forced to 
sneak around in the dark cor- 
ners of the city to find a cure. In 
his search he uncovers preju- 
dice, deceit, corruption and conspiracy—in 
the light he finds darkness and only in the 
dark does he find comprehension. 

The player is under a time constraint. 
Arkhan becomes a monster, but is still some- 
what recognizable early on. But, as Arkhan’s 
disease progresses he visually becomes 
more and more bestial, his voice changing 
from baritone to bass to how-low-can-you- 
go. Eventually, he loses his powers of speech 
entirely. The player experiences Arkhan’s 
frustration and the pain of his transforma- 
tion. They serve to help the player identify 
with Arkhan and even accept his animal 
rage when he is forced to kill. Arkhan’s 
dilemma makes the game extremely com- 
pelling to play, but so do the game's numer- 
ous settings and characters. 

As in most traditional adventures, Arkhan 
must interview all those he meets and 
search every room for objects to help him in 
his quest. There are a number of combat sit- 
uations, however, which also makes the 
game an action game, although a fairly easy 
one. There is even an easy mode setting for 
the completely arcade impaired and there is 
also a special attack mode, which allows 
Arkhan to kill with one blow. It should be 
reserved for emergencies though, because 
Arkhan becomes more diseased each time 
he uses it. 

The graphics are for the most part stun- 
ning. The settings are always startlingly 
innovative and realistic. The remnants of the 
pre-war world have been gathered and 
stored in various rooms. Enterprising 
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[clockwise from right] 


The settings are all as picturesque 
as this one, but notice the pixilat- 
ed characters 


Arkhan checks out the Council 
Chamber 


Delia, a dancer in the lower city, 
provides some cheesecake 


Arkhan’s search takes him under- 
ground, even underwater 


mechanics have even been able to get some 
of the old machines up and running. The 
settings are reminiscent of those in the 
movie Waterworld. 

The point of view camera constantly 
changes as players take Arkhan for a stroll or 
whenever he’s engaged in combat. Not only 
are all the views cinematic but they also 
help immerse players into the three dimen- 
sional world of the game. Players feel like 
they are really there, more so than in most 
other adventure games. 

The two CDs come with two versions of 
the game, one hi-color and the other regular 
256 color Super VGA. The hi-color version 
adds some shading not seen in the SVGA ver- 
sion, but otherwise there is little difference. In 
both, the characters are pixilated when 
viewed from a distance, but up-close they are 
not. They are, for the most part, animated 
realistically but occasionally twitch their arms 
like marionettes hanging from strings. 

Each setting is a separate module and 


players must wait while the next module is 
loading. The length of time depends on the 
computer's CPU speed and how much of the 
game players load onto their hard disks. The 
transitions are handled in typical movie fash- 
ion, fading to black. 

The interface seems to have been 
designed primarily for a console rather than 
a PC because it seldom uses a mouse 
(although at present the PC is the only plat- 
form on which the game is available). 
Players must maneuver Arkhan with the key- 
board. Games can also only be saved at key 
locations where there is a Sun God symbol. 
Arkhan must be maneuvered to stand in 
front of it and pray before the Save Game 
screen pops up. 

Overall, Dark Earth is a splendid adventure 
game. It may not have enough arcade action 
for some gamers, but adventure gamers def- 
initely should experience it. It’s not puzzle- 
intensive, but is complicated enough to 
keep even the most experienced adventurer 
glued to the screen. —Andy Backer 
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Dark Earth 

MicroProse * www.microprose.com ° 
Requirements: Windows 95, 75 Mhz Pentium 
or higher, 8MB of RAM (16MB for hi-color), 
4X CD-ROM * Multiplayer: None 
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Legacy of Kain 


Kain’s World! Kain’s World! Party time! Excellent! 


he kids scream. The dog growls. The 
T coffee pot blows up during the latter 

stages of percolation, and the radio is 
set to country tunes. Sure, you can brood 
over the melancholy flavor of your so-called 
life. Or, you can play Legacy of Kain from 
Activision, and be swept away into the bit- 
tersweet saga of Kain’s twisted revenge. 

The game takes place in Nasgoth, begin- 
ning with your death. That's right, your 
death. Playing Kain, a self-proclaimed 
“man of noble blood,” you'll start your 
journey being booted from a tavern 
before nightfall. Immediately pounced 
upon by local hoodlums, you soon suc- 
cumb to the flurry of their slashing blades. 

Enraged by the treachery that led to 
your demise, you form a pact with 
Mortanius, who grants you an alternate 
existence as a vampire for the purpose of 
seeking vengeance. It soon becomes 
clear that while exacting revenge was 
one of the stipulations in the contract, 

Kain should have read the fine print more 
closely (particularly the part about eternal 
damnation and the modified dinner menu). 

Right from the beginning, Legacy of Kain 
invokes a sense of utter hopelessness and dis- 
may. Thanks to effects such as the pale flicker 
of torches inside caves, and the grim transi- 
tion from daylight to nighttime darkness, the 
entire world feels dreary. No one seems at 
peace, as if they all remembered leaving the 
porch light on en route to work that morning. 

The rudimentary environment and con- 
trols (as expected, being a direct PlayStation 
port) keep the focus far, far away from char- 
acter development. In its place is a deep, 
foreboding tale. The way the game mirrors 
Diablo's simplicity will not appease hard 
core role-players. On the other hand, strip- 
ping away complexity grants players the 
freedom to become absorbed in Kain's 
world, rather than to toggle the stats screen 
after every kill. 

One might expect that the “Look, but 
don’t touch” world equates to boring, lack- 
luster travel. Wrong. Every alley, dark corner, 
and winding road hides scores of foes ready 
to cane Kain. Ranging from comatose to fero- 
cious, these denizens make traveling 
throughout Nosgoth quite treacherous. 
Combat centers around two simple actions, 
slashing and sucking. Joke if you will (I did), 
but players will have to bring a certain 
amount of finesse to their cutlery onslaughts. 
Slash with unbridled rage, and most likely 
the victim will crumple into fruit leather— 
well before you can get a good latch. Hold 
back, and their blows may strike too quickly 
to defend. This balance between reckless 
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[clockwise from right] 


Thousands of eerily lit halls await you on 
your journey 


How bazaar, how bazaar 


What metal lollipop can withstand the might 
of a vampire’s sword? 


The fire sisters, disguised as the Marx broth- 
ers, send potent spells towards Kain 


abandon and fatal timidity sets Legacy of 
Kain apart from any other game of its type. 
Kain’s sullen narration at critical points in 
the game coaxes gamers forward through 
the unfolding story. Clues aren't as obvious 
as “find the Pillsbury leper colony by follow- 
ing the trail of bread crumbs.” Used instead 
are creative suggestions subtle enough to 
make gamers exercise their minds. In perfect 
balance, you'll never feel steered too rigidly, 
or left without a sense of direction. The 
game stresses the importance of using your 
different forms (vampire, werewolf, mist, 
and orthodontist...er, bat) wisely. Even the 
time of day plays a tactical role. When possi- 


ble, attempt combat at night when vampires 


possess the greatest strength. 

This title certainly won't appeal to the 
squeamish. Many times during the game, 
survival hinges on procuring the blood of 
sturdily-chained victims through Advanced 
Suction Techniques, a college level class that 


perennially fills up faster than its rival 
course, Aquatic Necking. Sure, it’s technically 
possible to limit yourself to devouring the 
steaming red ale of enemies rather than vic- 
tims. Realistically, however, no matter who 
they are, their juicy presence will tantalize 
and tease you at your weakest moment until 
you chug down the contents of their 
writhing bodies (now you know why the 
Campbell's soup kids are so chubby... they 
played this game a lot). 

Legacy of Kain disturbs, depresses, and 
delivers a first rate gaming experience. The 
high-paced action mixes fluidly with a story 
that steers players through every twist and 
turn of its plot. Like an orchestrated sym- 
phony, the game gradually crescendos into 
a titanic clash of epic powers. Winning this 
horrific, hard fought battle is guaranteed to 
leave players with a smug sense of accom- 
plishment, and that’s the true sign of a great 
game. It sucks all right, but in a good sort of 
way. —Tim Royal 
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Legacy of Kain 

Activision * www.activision.com ° 
Requirements: Windows 95, 100MHz 
Pentium or higher, 6MB of RAM, 4X CD-ROM 
* Multiplayer: None 
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Temujin 


Ghengis Khan awakes 


t’s not too hard to find some common 
ground among the various full-motion 
video adventures released over the years. 
Basically, they've all sucked. Not just mildly, 
but emphatically. So when SouthPeak 
Interactive announced Temijin as an “all- 
immersive technology,” who could blame the 
skeptics? Problem is, the cynics are wrong. It 
is the best full-motion game ever produced. 

The game takes place 
inside a museum, where you 
as the player try to gain 
some recollection of your 
past. Meanwhile, actors 
dwelling within the many 
rooms appear from time to 
time. Why? To cheer you 
up? Perish that thought. No, 
they lash out at you, insult 
you, threaten you, and basi- 
cally make sure you don't 
suffer from the trauma of 
high self-esteem. 

What TemUujin does well, 
it does very, very well. Other 
than the abominable navigation, everything 
in the game shows a professional touch and 
polish. The imagery is excellent, showing 
unbelievable attention to subtle details. 
Paintings, sculptures, drawers and tables all 
have a substance one would never have 
imagined possible in a full motion video 
game. Walk to a table and pick up the nap- 
kin. Move to the walls of the gallery to gape 
at the incredible rendering of each painting. 
Zoom in on the phone, check your mes- 
sages, and try all manner of foul 976 num- 
bers (Remember to dial ‘9’ for an outside 
line. Seriously). A good portion of the initial 
experience (after the shock wears off) will be 
in exploring this new, exciting, “Yes, you can 
touch it and it’s even free” world. 

Searching for clues to reveal your identity 
will bring you face to face with many puz- 
zles, some easily solvable and others highly 
complex. It can be a real challenge to get all 
the components of the various projects 
done, from making potions to picking the 
locks of cupboards and desks. SouthPeak 
calls their puzzles “convoluted,” though a 
more fair assessment would deem them 
complex problems with multiple-step con- 
clusions. As an example, the scorpion puzzle 
(which looks simply stunning) requires four 
distinct steps in order to solve it. How the 
puzzles integrate seamlessly into the game 
world deserves mention as well. The smaller 
puzzles seem to play a part in the bigger 
puzzles, which in turn opens up more 
answers about the past. The mystic diary 
helps piece together clues about the differ- 
ent museum employees. Once their section 
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Our friend discovers the joys of radioactive 
isotopes 


“Oops. Sorry. Didn’t know this stall was 
taken....” 


Maps are our friends. You'll use this to 
keep your bearings 


Every painting through these halls is 
described via a poignant narration 


of the master portfolio is complete, an 
extensive video clip of that employee’s past 
plays. Temujin does a commendable job of 
maintaining interest by rewarding gamers 
with these video interludes at staggered 
points along the way. 

Unfortunately, the navigation scheme 
could use some serious polishing. Lacking a 
short cut from room to room means spend- 
ing time meandering through the same halls 
repeatedly. While the halls certainly deserve 
a second (or third, or fourth) glance, eventu- 
ally the necessity for a shortcut becomes 
painfully apparent. For instance, you'll see a 
door you want to enter farther down the hall, 
but it takes a few minutes to actually navi- 
gate to the door because the mapped route 
takes you in several direction changes first. 
Even more frequent are the times when the 
point of view comes to rest in an awkward 
position, requiring manual adjustments to 
find the hot spot for the next destination. 
Mouse clicks seem to be ignored while in the 
auto-travel mode. There’s nothing more frus- 


trating than passing a room you meant 
to go into, knowing it'll take several 
mouse clicks and naughty under-your- 
breath mutterings to get back “where 
you wanted to go today.” 

Perhaps the greatest tragedy comes 
from the fact that this singular blemish 
indelibly mars an almost perfect game. 
As if to taunt you, there are museum 
maps in the gift shop that could have 
been linked to the individual rooms for 
when players grow weary of the con- 
stant travel. The only other iffy component, 
the acting, still exceeds expectations 
(despite the fact that your only friend in the 
game grossly overcompensates for an 
apparent lack of enthusiasm). 

Temujin undoubtedly deserved five solid 
stars, were it not for the brutality of its navi- 
gation scheme. Like an emperor's palace sur- 
rounded by a thick wall of brambles, the 
beauty of its intricate puzzles and stunning 
sense of immersion is betrayed only by the 
scratches and wounds required to embrace 
it. Let’s hope SouthPeak can fine tune their 
grand technology for what we hope will be a 
long line of adventures to come. —Anne Royal 


Temiujin 

SouthPeak Interactive ° 
www.southpeak.com * System 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB RAM, 2X CD-ROM + 


Multiplayer: None 
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Demo a free practice lap at 
microsoft.com/games/precisionracing/cart 


Microsoft 


Where do you want to go today?” 


“With Microsoft’ CART Precision Racing” you u will se 


” les real CART drivers do. You will race on all 17 official CART tracks s bas 


on razor accurate GPS data. Your view will Siig : anticipation of the curves 
ahead. Your pulse will rev at digitally sampled engine sounds and Bob Varsha’s track-side 


commentary. And with force feedback support, if you take the corkscrew at turn #8 too fast, 


you're not going to need a monitor to tell you. To improve your lap time, stop into the garage to tweak your set-up, analyze 


the Pi Research telemetry data or go back to Racing School where Bobby Rahal is instructor-in-residence. 
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The Hangar 


3D and flight sims: better late than never 


he industry has been tout- 
ing the glories of blazingly 
fast 3D graphics for quite a 
while now and the action games 
like Quake have proven the point. 
This new technology is truly an 
impressive advance in gaming. 

If you've played flight sims long 
enough, you probably remember 
shooting down wire-framed ban- 
dits that looked more like a poorly 
twisted coat hanger than an air- 
craft. There was no way you could 
really feel like Dick Bong; the dis- 
belief was too overwhelming. A 
3D game, especially when cou- 
pled with a good 3D accelerator card, pro- 
vides an incredibly realistic environment 
with extra effects that help “the suspension 
of disbelief.” Today’s new 3D capabilities 
and effects are so much more efficient at 
generating that “being there” atmosphere. 
Alpha blending allows for transparency in 
pixels, providing great smoke effects; 
Gouraud shading allows a polygon to have a 
smoothly changing color gradient, allowing 
beautiful lighting effects. Fogging lets the 
programmer limit the virtual world by haz- 
ing the horizon, and depth cueing reduces 
an object's color and intensity as distance 
increases; both features save CPU cycles by 
limiting an infinite world. Texture mapping 
permits a picture to be mapped on a poly- 
gon, like the nose art on a fighter. 
Perspective correction mathematically calcu- 
lates a bitmap’s correct convergence on the 
far portions of a polygon, a very processor- 
intensive task that gives a realistic 3D look. 
Bi-linear texture filtering smoothes out 
blocky textures, as anti-aliasing does for 
object edges. Mip-mapping uses multiple 
versions of the same texture map at differ- 
ent levels of detail as distance changes; this 
key feature saves many CPU cycles since 
drawing highly detailed terrain while at 
50,000 feet is overkill. Another cycle-saving 
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feature is Z-buffering, a tech- 
nique that prevents software 
from uselessly drawing an object 
that can’t be seen, like a tank 
behind a hill. 


What's taking so long? 
Throw the 3D switch! 

Flight simulations seem to have 
been late to the 3D party. While 
3D Quake clones arrive almost weekly, flight 
simulation games with 3D capability are just 
beginning to land on the store shelves. 
There are a number of reasons for this and | 
asked several of the flight sim enthusiast’s 
best friends to help explain it. Bryan Walker, 
currently working on Flying Nightmares 2 for 
Eidos, Doug Kubel, Vice President of 
Technology for Interactive Magic, Leon 
Rosenshein, lead programmer on 
Microprose’s Falcon 4.0 and Eric “Hellcats” 
Parker, developing Fighter Squadron: The 
Screamin’ Demons over Europe for Activision 
all generously took the time to contribute to 
this writer’s education. 

The first step is understanding that 2D 
games cannot be turned into 3D games with 
a few changes to the graphics engine. A 
graphics engine is basically software that 
takes data, makes pictures from it and then 
puts it on the user’s screen. This 
data, such as an aircraft model 
and background, modified by 
player input and computer Al, 
constitutes a scene description. 
The scene description is 
processed by the graphics 
engine, generating a screen pic- 
ture from a particular player 
viewpoint. A 2D graphics engine 


A Cobra levels an airfield in Eidos’ 
Flying Nightmares 2. This game 
supports accelerated 3D and will 
have “native” drivers for most 
popular cards 


[left] This B-17 shot from Fighter Squadron 
was captured from a screen drawn using a 3D 
accelerator card. Compare it to the same shot 
created with the game’s 3D software emulator 


[below] Eric Parker’s Fighter Squadron con- 
tains full 3D features like bi-linear filtering 
with or without a hardware graphics accelera- 
tor. This B-17 was created with software alone 


considers data simply in terms of “what is in 
front of what.” It manipulates pre-drawn pic- 
tures that already exist in its “library” 
(sprites, backgrounds or icons) into “layers” 
on the monitor at the appropriate locations. 
A 3D graphics engine is far more complex; 
without pre-drawn objects, it uses basic data 
(a list of triangles) to create the picture. 
Additionally, the 3D version re-computes 
the picture every frame to adjust for the 
direction and distance of the player's view- 
point. To further complicate matters, a 3D 
game still has to be able to do 2D work, such 
as drawing a 3D scene and putting a 2D 
cockpit on top of it. Clearly, “doing 3D” calls 
for a much more capable graphics engine 
and lots of computing power. 


Action is easy; simulation is hard 

To put a 3D picture on the screen in any 
game, triangles have to be processed (3D 
view converted to 2D triangles), setup (pre- 
pared to draw) and filled in (rasterization). 
Processing and setup are accomplished by 
the CPU; with current technology, accelera- 
tor cards can really only help with the raster- 
ization. Creating new graphics engines to do 
these tasks for the “shooters” like Quake 
wasn't difficult, but it has taken longer for 
flight sims due to a fundamental difference 
in the game environments of the two gen- 
res. An action game usually occurs in a rela- 
tively small, contained 3D world. Each scene 
is made up of a few very large polygons (the 
walls, floor and roof), involving short dis- 
tances and with a relatively small number of 
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moving, “thinking” characters. The 
Al tends to be pretty simplistic 
(the monster is always behind the 
same door) as is the player's “fight 
model.” While it’s more of a CPU 
load than a 2D version, it’s noth- 
ing compared to what goes on in 
a high-end flight simulation. Thus, 
careful use of available CPU cycles 
is not as critical and most gamers 
already have basic hardware that 
can easily handle the require- 
ments of the game engine, 3D 
processing and setup. The addi- 
tion of an average 3D accelerator 
card can provide impressive 3D 
graphics at a high frame rate, since there're 
only a few large polygons to rasterize. 
Flight simulations are another level of 
magnitude in complexity. The graphics 
engine competes with a very detailed game 
engine (Al, flight models, sounds, etc.) for 
CPU time. Many sims include hundreds of 
aircraft and ground vehicles, advanced Al, a 
dynamic campaign and “physics” flight 
models, requiring far more CPU cycles than 
their rather simplistic action game counter- 
parts. The flight sim’s 3D world is also far 
larger and composed of many small trian- 
gles. For example, I-Magic’s iF-22 features 
80,000 square miles of terrain per theater; 
flying from one end to the other requires 


moving 300 MB of data through the system. 


Therefore, game engine requirements, pro- 
cessing and setup in a flight sim are far 
more extensive than in an action game and 
may cause a bottleneck even before rasteri- 
zation loads are considered. The graphics 
engines have to be as efficient as possible 
and a high-end 3D accelerator card is 
mandatory if you wish to avoid a “slide 
show” of air combat. Even with an accelera- 
tor speeding the rasterization, many a 
gamer’s current hardware is just not up to 
the task of running a full-featured 3D flight 


sim, severely limiting the market potential of 


many gales! That's wed so much time has 


[left to right] 


Superb cloud shading effects are shown in 
this Harrier shot from Flying Nightmares 2. 


Fogging and depth-cueing effects are clearly 
shown as you look towards the horizon in 
this “HUD” shot from MicroProse’s Falcon 4.0 


been spent on efficient 3D 
graphics engines. 


InDirect3D: the long way 
to connect two points 
The delay over designing new 
graphics engines wasn't the 
only factor; there’s also the 3D 
Application Programming Interface (API) 
problem. Graphics APIs are just standardized 
routines that let a programmer design game 
software to automatically utilize an accelera- 
tor card’s features. A few of the better 
known API's are Microsoft’s Direct3D, Silicon 
Graphics’ OpenGL, 3DFX’s Glide, and 
Rendition’s RRedline. Obviously, a game 
developer wants to use an API that supports 
any brand of accelerator card, and Direct3D 
has nearly universal support among the card 
manufacturers. While it does work, it may 
not be the optimum API for flight simula- 
tions. Leon Rosenshein, “the man” for Falcon 
4.0, reported that, using a 3Dfx card, the 
Glide version is twice as fast as the Direct3D 
version. All of the other developers contact- 
ed for this article reported similar lukewarm 
feelings about Direct3D. Even though it 
appears slower than many other APIs, most 
developers intend to provide Direct3D dri- 
vers for their games due to its widespread 
aipper That way, if a hot new card comes 

s out after a game’s release, the 
game can still utilize the card 
under Direct3D. Microsoft, of 
course, continually releases new 
versions of Direct3D and, given 
their legendary tenacity, it will 
probably become efficient. 


[left] This shot from MicroProse’s European 
Air War shows some nice texture-mapping 
on the checkered nose cowling 


[below] 3D Alpha blending effects provide 
the translucency that allows the ground to 
show through the F-16 afterburner flame in 
this Falcon 4.0 shot 


Meanwhile, most card manufacturers are 
developing their own APIs, as 3Dfx did with 
Glide. Game developers are integrating 
these “native” drivers into their products to 
insure optimum performance no matter 
which 3D accelerator card you own. The 
need for multiple driver support is another 
reason the 3D flight sims have been trick- 
ling into stores; it just that much more work 
for the design team. These drivers are con- 
tinually updated, so for optimum perfor- 
mance check your card manufacturer's 
website for the latest version about every 
two months. 

Developers face still other problems when 
supporting 3D acceleration. Most current 
cards have a 2MB texture memory limitation; 
a sim that uses a large bitmap to texture- 
map terrain will immediately exceed the 
card’s memory. The graphics engine then 
has to cache to the hard driver or system 
memory, causing major lags in frame rate. 
One way around this is to use a “tiling” sys- 
tem where smaller textures are manipulated 
and placed on the terrain. It’s not as beauti- 
ful from high altitude but it works more effi- 
ciently with current cards. Another problem 
is that all cards don’t support all the same 
features. So, if a developer includes superb 
use of Z-buffering, not all cards may take 
advantage of that work. Feature 
sets are finally beginning to stabi- 
lize in the industry, so this won't 
be a problem much longer. Lastly, 
some cards must do a major mode 
change when switching back to 
2D; they are very slow to draw the 
2D cockpit over the 3D scene. This 
situation should improve as 2D 
and 3D capabilities are integrated 
into one card. 

Flight simulations are about to 
start the 3D era in earnest. With 
the proper card and current dri- 
vers you'll be ready to enjoy them. 
Standby to launch! —John Nolan 
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Air Combat Advisor 


Part Ill: Moving from the BnZ to make the kill 


ver the last few months we've cov- 
O ered the conditions that make a turn- 

ing battle more attractive to a BnZer. 
But in an effort to avoid stagnating this col- 
umn with too much detail about one aspect 
of air combat, let’s just discuss a little strate- 
gy related to the BnZ-turning dilemma and 
leave it at that for a while. We'll soon move 
on to that ever-popular topic—dogfighting. 
Looking at an air battle from another point 
of view can not only add perspective, but it'll 
also help keep things moving as well. 


Making opportunities 

The biggest problem with waiting for the 
proper conditions to arise (before even con- 
sidering turning to facilitate a kill) is that the 
chance of actually coming across such 
opportunities becomes pretty rare if you're 
fighting a good pilot. Fortunately there are 
things you can do to increase the chances of 
your opponent giving you the opportunity 


to kill him. What we're talking about is tak- 
ing a more pro-active role in making the 
enemy screw up. 

We hinted at one such situation last time. 
If a bandit Immelmans or uses some other 
extreme vertical maneuver in response to 
your attack runs, even though his altitude is 
much higher after an attack, you can be 
pretty sure that his airspeed will be pretty 
low at the top of those maneuvers. You can 
use this principle against him. 


Goin’ vertical 
From our other discussions we know that 
although there are some major differences 
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with regards to the effects of gravity, verti- 
cal maneuvers are really just turns made on 
the vertical plane. Before we talk about 
how to lure a bandit into climbing, let’s 
consider the general theory behind the 
process. Because the bandit is at a much 
lower airspeed at the top of a vertical 


[clockwise from far top] 


Climbing substantially higher than the bandit 
when he uses a vertical counter-maneuver usually 


can't be shot at is the next best thing to the 
enemy being totally out of ammo. 

The second point is that even if your E 
state is as low as the bandit’s after your 
climb, because the bandit is below you, you 
will generally have enough E to accomplish 
your goal—shoot the bandit. This is because 
you only need to point your nose more or 
less downward to shoot at him, and it takes 
a lot less E to lower your nose than it does 
(as in the lower bandit’s case) to raise it. 

Finally, because you’re now more or less 
setup in the vertical BnZ position and the 
bandit has no option but to maneuver away 
from you due to his lack of E, your chances 
of gaining a head-to-tail shot at him have 
increased. That's because the only way the 
bandit can avoid this bad situation (for him) 
is to raise his nose to meet you head-on 
when you dive on him. Of course his lack of 
E will make this nearly impossible—but not 
always. (More about that next time.) 


Gettin’ high 
Climbing above a 
lower opponent 
seems pretty 
straightforward 
when you're 
BnZing. That's 
because you have 
the E advantage. 
And even though 
it’s pretty easy to 
believe that all you 
need to do is simply 
pull back on the 
stick, being a little 
more selective by 
using some 
maneuvers can 


results with the bandit lacking enough E to raise 
his nose to shoot at you. You only need to point 


your nose downward to shoot him and the bandit 


can only go downward or maneuver away from 
you because of his lack of E 


yield advantages. 
Just as with any- 
thing else in air 
combat, your E state 


maneuver, if 
you have the 
energy (E) to 
climb substan- 
tially higher 
than him and 
retain enough 
airspeed to 
maneuver, three things work in your favor. 
First the bandit won't have the E to raise 
his nose high enough to shoot at you if 
you're relatively (proportionate to the ban- 
dit’s E state) high enough above him after 
your climb. Naturally this situation is desir- 
able because being in a place where you 


nearly impossible 


Because you're more interested in altitude rather 
than a nice round entry leg shape, the vertical 
Immelman has a more elongated shape (where 
you pull more or less straight up) 


The hammerhead uses the rudder to make the 
turn at the top as you near stall. This makes it a rel- 
atively dangerous maneuver because your air- 
speed is very low on E at the top— making regain- 
ing airspeed for turning tough, and zoom escapes 


will dictate what 
maneuver is best for 
your situation. 

Pilots that have a 
good amount of E 
tend to use vertical 
maneuvers that can 
be best described 
as a very high yo-yo 
or a vertical 
Immelman (pulling more or less straight up). If 
you're marginal on E, you can use a high wing 
over or ahammerhead (the latter is danger- 
ous because you're almost stalled at the top). 

More next time. Until then—he who only 
fights to the bitter end will eventually find 
himself at the end, bitter. —-Ben Chiu 
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The latest in hardcore realism from the engineers of the 
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Starfleet Academy 
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“Make it so-so” 


nce upon a time, in a galaxy fa-... uh, 
O a TV show took the world by storm. 

Members of the crew became instant 
idols to millions of fans. Featuring a sagely 
captain, a first officer with aerodynamic 
lobes, riveting adventures and special effects 
unheard of for its time, the show gained 
unbelievable notoriety across the globe. 

But, as with all fads, the popularity around 
The Love Boat eventually died down, leaving 
us once again to feast our eyes on Star Trek 
re-runs. Now, Interplay Productions has 
teamed up with Paramount to give us 
Starfleet Academy, by far the most action ori- 
ented Star Trek game yet created. 

As a junior cadet entering the academy, 
the game focuses foremost on your 
advancement in both leadership skill and 
learning the “Federation Way.” As a side 
plot of sorts, cut scenes reveal some of the 
subtleties of crew dynamics, especially the 
cultural and ethnic tensions intertwined 
therein. During the later missions, these 
skills play a major part in resolving crisis sit- 
uations throughout the vast reaches of 
space. Whether it’s rescuing high profile 
dignitaries or returning that delinquent 
copy of Hitchhiker's Guide to the Galaxy to 
the Federation archives so Spock can check 
it out, each mission unveils ulterior objec- 
tives less obvious than one might think. 

The lengthy introduction makes liberal 
use of full motion video. Though technically 
uninspiring, the content of this video clip 
goes a long way in portraying the academy 
as a prestigious and honorable establish- 
ment reserved for the elite. A stirring speech 
(i.e. stir your coffee while he rambles) from 
Commander Sulu, played by actor George 
Takei himself, sets a tone of somber respon- 
sibility in preparing cadets for the daily rig- 
ors of academy life. 

A chill runs down the spine when first 
encountering the same Dolby Stereo signa- 
ture audio clip played in movie theaters. It’s 
not a chill derived from mood, but rather the 
crispness and clarity of the warp engines 
that rattle your speakers, knocking the bowl 
of ice cream off the bookshelf and down 
your back. If sound alone determined the 
value of a game, Starfleet Academy would 
possess no equal, not just for the quality of 
sound, but also the precision and accuracy 
of each audio piece in relation to its televi- 
sion counterpart. Blips, beeps, status reports 
from your crew, warp concussions when 
leaving a system - all familiar pieces any 
Trekker would instantly recognize. 

Any of several Federation craft can be 
flown by players. Among them are the 
Constitution, Miranda, Oberth, and Excelsior 
class starships. Each one has differing levels 
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of armor, weapons power, and maneuver- 
ability. All of them, however, house one of 
the game’s better points: the ship stations. 

The damage control station offers sliding 
bars to prioritize repairs on certain systems 
requiring immediate attention (life support, 
for example, 
might be a good 
first choice). The 
navigation room 
displays the 
entire star sys- 
tem in varying 
zoom levels. 
Though the 
need to manual- 
ly set coordi- oy 
nates rarely Identity Pirates 

Defend Motheriode 

occurs (many 
way points are 
set automatically 
by your naviga- 
tion officer), just 
being able to 
makes a great ; 
statement about sie ee 
the attention to 
detail in this game. The 
ships’ library alcove keeps 
players up to date with a 
comprehensive database of 
ships, planets and encrypt- 
ed instructions for assem- 
bling a phaser from fluores- 
cent tubing, Velveeta and 
your Diablo save game files. 

In any of these ship sta- 
tions, modeled in painstak- 
ing detail, the consoles are 
alive and ready for manipu- 
lation. True, many of these screens will expe- 
rience only occasional use during the course 
of the game. Their presence, though, seems 
a welcome tribute and allows Trekkers 
greater freedom to role-play each particular 
function of general ship operations. 

The majority of time spent at the acade- 
my involves space flight and combat, and 
it’s in this realm where radiation from the 
warp core begins to breach hull integrity. 
Though not glaringly shabby, the 3D engine 
suffers from its age, rendering ships and 
planets in adequate detail while failing to do 
justice to flight mechanics. Not since early 
Wing Commanders have we seen a flight 
engine still making use of the “bounding 
box.” Flying within a ship’s, station’s, or plan- 
et’s invisible box triggers the collision rou- 
tine, even if you've missed the actual struc- 
ture by four parsecs plus rental car mileage. 
To add tlch to oy, as Worf would say in his 
native tongue, Federation ships known to be 
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Multiple objectives (many unknown during 
briefing) keep minds thinking, not firing 


Chekov ponders the whereabouts of Kirk’s 
toupee 


Epcot sneer: cra sav ncaa ETAL ATA 


slow and bulky seem capable of lightning 
fast maneuvers. This impossible agility won't 
go unnoticed by Star Trek purists accus- 
tomed to using prescribed tactical maneu- 
vers, rather than Kilrathi propulsion systems, 
to survive combat. 

Missions branch off in unexpected ways, 
adding some nice twists to the game and 
helping it avoid the stigma of being just 
another space shooter. Hailing Starfleet 
Command for guidance helps sometimes, 
but in many instances players decide a 
course of action based solely on how they 
believe the Star Trek universe would dictate. 
This becomes a two-edged sword in that the 
assignments can quickly degenerate into 
trial and error sessions. Do a mission. Return 
home. Get yelled at. Try again. Get yelled at 
for something else. Try again. Get yelled at. 
Staple two bread sticks to the CD-ROM, and 
send your new miniature U.S.S Enterprise 
into the neighbor's hot tub. Get yelled at. 


ck # 
1322 


te 00 
ig 4 g 
oi 2 3 
s;Oo Ss 3: 
e| Ys - 4 
: ‘ < 
e) ss? 
*/O Bs 3 
wig fe 
war Beg 
YQ ‘oe 
og So 
of). oS > 3 
wi we 2S : 
i — ae ee 9 
i Be 
veges oe eee 
— a 8 
— w g 
=@>' VU x g 
om 4 ae. 
| — 
Lu | 
i SETS : , ee 


210 


_ 


MULA ) A 


While only Star Trek disciples will catch 
the occasional incorrect phrase or term (like 
“radar” replacing “sensors”), several missions 
dictate objectives and actions contextually 
implausible or just plain confusing. Right off 
the bat in mission two, for example, players 
are given an order which they must disobey 
to complete the mission. Do you destroy the 
radioactive artifact hurtling towards a popu- 
lated planet per the Federation mandate? Or 
disobey orders, with little more than a subtle 
cue from your commanding officer during 
mission briefing? In the Star Trek universe, 
right and wrong aren't often 
clearly defined, but never in 
the history of Starfleet 
Command has direct disobedi- 
ence of orders been sanctioned 
as an acceptable practice, 
much less taught as a compo- 
nent of the regular curriculum. 

Then there’s Kirk. Good old 
Captain James Tiberius Kirk. 
William Shatner returns fresh 
from a cameo role in the ill- 
fated TekWar to astound us 
once again with his acting 
prowess. Tally up some tenaci- 
ty points for gamers who can 
watch him choke through his 
basic lines without paying 
homage to the /modium podi- 
um. The other lesser-known 
cast members fare much bet- 
ter, though none should 
expect a star on Hollywood Boulevard any- 
time soon (except maybe the bartender). 

With missions strung together in singular 
fashion, solo play lacks the coveted element 
of longevity. Not so with the multi-player, 
however. It most certainly required fore- 
thought from the designers in determining 
how to create a compelling multi-player 
environment without compromising the 
integrity of the Star Trek name. Fearing the 
reduction of Starfleet Academy from its noble 
history into a Star Wars style of militaristic 
death matching, Interplay instead wove 
strategy, action, and exploration elements 
into the multi-player experience. The 
required usage of brain power might stifle 
the general interest of frenetic frag fiends, or 
folks bent on sweet talking Dr. Crusher into 
the “specially programmed” Holodeck. It 
will, however, provide refreshing relief for 
those wishing to play the multi-player game 
properly, in the spirit of Gene Roddenberry’s 
visionary universe. Though a far cry from the 
full-featured space exploration and con- 
quest games on the market, this game still 
presents the multi-player experience as an 
extension, rather than a rehash, of the single 
player component. 

Rendering a verdict on the success of 
Starfleet Academy primarily depends on your 
familiarity with its roots. Folks who can't tell 
The Promenade from lemonade will disre- 
gard the richness and accuracy of its presen- 


COMPUTER GAMES 


Gorin Caeptein, the were drive i@ mot onetine. 
[S@iredy: Poraweard eh iatde ao wert to ao%4, 


| AA at me Captain, (vse Inet enonkent with the freighter Orake. 
| RES Tee Se ne Se Se ee ee biehiies iaccniadadhndiiecmneinaiell temcteceiiinntoagt trio castes 


j 


tation. They'll question Starfleet Academy's 
aging engine and sometimes confusing 
directives. However, they'll also be capable 
of looking past its contextual discrepancies 
to enjoy a great story amid some interesting 
combat situations that don’t always boil 
down to who's shield is bigger, and who 
uses it more often. 

On the other hand, folks who enlisted in 
“Vulcan as a second language” courses in 
college will find themselves flinching at the 
arcade style of play. Certainly, Starfleet 


Don’t worry, we'll get Dr. 
McCoy to detach a prescrip- 
tion for some Clearasil right 
away 


The Enterprise in all its 
glory 


The auto-tracking option 
works well within its limits, 
though some folks may 
wish to turn it off to 
increase the challenge 


Academy isn’t built solely 
upon military conquest 
and ruthless combat with- 
out consequence, but it 
may skirt the edge of 
arcade action too closely 
for many fans. In the end, 
who will be thoroughly 
pleased with this title? 
Probably nobody. Having 
the eerily powerful 
endorsement of the Star 
Trek license, who will pur- 
chase this title? Probably 
everybody. 

Starfleet Academy is to 
many prior Star Trek relat- 
ed games what rancid 
filet mignon is to 
asbestos. The latter were 
bad enough 
that the former 
looks drastically 
better. Whether 
you'll “Klingon” 
to it for days, or 
get “Borg” with 
it in hours 
depends mostly 
on your back- 
ground and will- 
ingness to over- 
look its flaws 
and antiquated 
features. 
Blemishes aside, 
the game repre- 
sents the spirit 
of Star Trek in 
laudable fash- 
ion, balancing 
the thrill of 
space conflict with the wisdom of a timeless 
legacy spanning four decades. Make no mis- 
take, though, this game ain't no Seven of 
Nine (“Assimilate me, baby!”). -by Tim Royal 


Star Trek Starfleet Academy 

Interplay Productions * www.interplay.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB RAM, 4X CD-ROM * 
Multiplayer: 2-8 players, LAN, modem, serial 


THE BEST IN FLIGHT SIMULATION HAS JUST GOT EVEN BETTER 


@ FULLY FUNCTIONAL MISSION EDITOR WHICH CAN BE USED TO PRODUCE CAMPAIGNS AS WELL AS MISSIONS. 
@ 3D CARD SUPPORT FOR UP TO 33 FRAMES PER SECOND. @ MULTI-PLAYER SUPPORT WITH DEATH MATCH AND TEAM 
PLAY SUPPORTING NETWORK, MODEM AND DIRECT CONNECT. @ NEW FLYABLE AIRCRAFT INCLUDING THE CLASSIC FOKKER D-VII. 
@® ENHANCED VIEW SYSTEM, INCLUDING A NEW PERIPHERAL VISION MODE. ® NEW LANDSCAPE TEXTURING PROVIDING 
PHOTO-REALISTIC TOWNS AND VILLAGES. @ PLUS FORCE FEED STICK AND MUCH MUCH MORE. 


THERE IS NO COMPETITION, BUY FLYING CORPS GOLD TODAY FOR THE ULTIMATE COMBAT FLIGHT EXPERIENCE 


“FLYING CORPS IS OUTSTANDING” Pc GAMER 90% et “THE NEW KING OF WW1 FLIGHT SIMS” CGW 4/5 


Ne. 


“THE DEFINITIVE WW1 FLIGHT SIM EXPERIENCE” = ' e i,t — “FLYING CORPS IS SIMPLY STUNNING” 
Pc GAMES A RATING NTE RBACT IV E COMPUTER GAME ENTERTAINMENT 98%. 
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Flight Simulator 98 


Microsoft delivers its most significant flight simulator upgrade in many years 


he electric-chopping sound roars in 
your ears as your Microsoft Flight 
Simulator 98 airplane-dashboard 
appears on your screen. You lift off at two 
MPH and your airplane starts lunging in all 
directions simultaneously...your feet move 
on the rudder pedals like those of a mad 
dancer. Finally with deft movements, you 
get your airplane under control and on its 
way. That's right, this is a helicopter! The 
new Flight Simulator 98 is conditional roaring 
success. It adds many new features that no 
one will want to miss if they can accept 
some limitations. 

The most striking addition is support for 
Direct3D, MMX, and force feedback joy- 
stick systems. With a dedicated 3D-acceler- 
ator card (such as a 3Dfx card), frame rates 
and details are much improved over past 
versions. With it, you get acceptable 
frame rates, clean runway edges, wispy 
clouds and a much less pixelated 
ground (the terrain model, however, is 
pretty much the same as before). The 
sea becomes smooth with much less 
flickering from the landscape. The 
change is quite startling. 

Another superb change is the new 
flight modeling. Now, you can do accu- 
rate snap rolls and the airplanes feel 
right to fly. The Extra 300 aerobatics air- 
plane now rolls correctly and is extreme- 
ly sensitive, yet incredibly positive, on 
the controls. The Cessna 182s are now (cor- 
rectly) more stable. Microsoft has added the 
Bell 206 helicopter, which is probably the 
most entertaining addition. This is one 
exciting, accurate, unstable machine. Flying 
it is like balancing a top on the head of a 
pin. It adds a whole new dimension to Flight 
Simulator 98. 

New sounds have been added; for exam- 
ple, the glider now has the correct roaring 
sound (they are louder than you might 
think). All sounds are reworked and are fan- 
tastic. The sound of the helicopter scraping 
along the tarmac is unforgettable. 

Flight Simulator 98 now includes free 
Internet play at Microsoft's Internet Gaming 
Zone (www.zone.com). LAN and modem 
play are also supported, adding much more 
play value and depth. 

Microsoft has added or includes many 
other features as well. You can now fly to 
3000 airports and 45 cities, further extend- 
ing the appeal of this simulator. The radio 
stack is now separate and can be given its 
own window, freeing up a lot of fiddling 
when flying. 

However, Flight Simulator 98 also has 
some potentially severe downsides. For one, 
you had better have a dedicated 3D card, 
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such as the Diamond Monster 3D. Even 
with a Monster 3D card, a 200MHz Pentium 
and 32 MB of RAM, you can experience 
choppy frame rate with all details enabled 
in highly detailed terrain (however, it is not 
overly distracting). People with slower sys- 
tems, of course, might really notice a frame 
rate problem. 

Another bad (and perhaps even fatal) 
problem is the written manual. It is awfully 
skimpy at only seven pages, excluding the 
map section. This is for a simulator that 
requires players to master a lot of detail to 
play effectively. When you look something 
up in the online manual while flying, it's easy 
to lose your train of thought by the time you 
get back to flying [and the author is an 800 
hour commercial instrument-rated pilot]. 
Microsoft needs to include a detailed paper 
manual. Another small but important prob- 
lem is that the B737 jetliner has brakes and 
thrust reversers that are much too strong, 
according to people who fly it. This means 
that it can land at impossibly small airfields, 
which hurts realism. 

Should you buy this update? If you have a 
3D card, it is definitely worth it. If you want 
to fly the best personal computer helicopter 
flight model on the market, buy it. However, 
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Multiplayer is now a 
blast 


All aircraft have new 
instrument panels 


Want to fly this Lear 
jet? 

Flying this Bell heli- 
copter adds a whole 


new dimension to 
Flight Simulator 98 


reg eeey 


if you have a slower system, have no 3D card 
support, need a written manual or have no 
interest in flying an exciting helicopter, you 
might want to pass. Still, this is the most sig- 
nificant Flight Simulator update in many 
years. —Richard Ordway 
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Flight Simulator 98 

Microsoft * www.microsoft.com * 
Requirements: Windows 95 or NT 4.0, 
486DX2/66 or higher, 8 MB of RAM, 2X CD- 
ROM *« Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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This ts your chance. Your chance to be a fighter pilot during one of se most exciting eras in 
aerial combat — The Korean War. Jump into battle in your F-86 Sabre jet or choose from 4 
other authentic planes — the F-51 Mustang, the F-80 Shooting Star, the MiG-15 or the YAK-9. 
Experience 45 missions taken directly from the “Korean Conflict’. Get white-knuckled sweats 


yp, aa pack of bogeys blast away at your tail in a brutal multiplayer dog-fight. So how do you 
= want fo go down in history: as a Sabre Ace Pilot or a flaming mass of metal? You decide. 


LOOK FOR SPECIALLY 
MARKED VIRGIN GAME 
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It not only sets a new standard in flight simulation, but 


goes well beyond anything out there. Introducing Sierra 


Pro PiloricNever: before hos 6 
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this experience so completely. Here, you'll find the 


<= broad strokes and the fine touches. You'll choose from 
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Jet. At the other end of the 


runway are 29 cities and over 


3,000 airports, each rendered 


in exacting detail. All major 


rivers, forests and canyons gre alliorded such 
faithful geographic representation they could double 


as a map. Within 25 nautical miles 


of any city, the Flying world is 


tendered with. lifelike realisin. You’ll hear from Air — 


we phy ie A As} Fraffie Control and other pilots, and learn to 


navigate the sky with the close company of other sil 


planes. Then, upon touchdown, debrief fol ake) compare 
your performance to over 30 full-motion preparation. 


videos. This is Pro Pilot: The Complete Flight Simulator. 


Both a statement of what a flight sim should be 


ete lop Ae late Miate promise of what one can be tomorrow. F =z e: Se ey ee 


“©1997 Sierra On-Line, Inc. All rights reserved. ® and ™ designate trademarks of, or licensed to Sierra On-Line, Inc. | www. sierra.com/propilot 
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EF2000 Version 2.0 


War in Scandinavia revisited 


n my mind, the telling test in determin- 

ing a quality simulation is how long it 

stays on your hard drive; with the origi- 
nal EF2000 that was nearly three years, until]  Evadingan 
quite recently. | just replaced it with EF 2000 ALITA TL 
Version 2.0, the expanded version of one of Cockpit view 
the best flight sims of all time. Praised when with superim- 


[clockwise from 
right} 


released for great graphics, accurate por- posed HUD 
trayal of the Eurofighter systems and the Dogfight over 
overall fun factor, this stand-alone product the skies of 


Scandinavia 


expands on the original, adding 3D graphics, 
a fantastic mission planner and a bundle of 
other minor fixes and enhancements. 
For those not familiar with the orig- 
inal this sim puts you in the seat of 
the next generation Eurofighter, a sin- 
gle-seat multirole jet fighter. Missions 
and the campaign occur over z aman eo enanmurr oes 
Scandinavia and center around theo- : 2 | 7 
retical invasion of Norway by Russian 
forces. A very complete and detailed 
flight model and a multitude of con- 
trols give a realistic experience when 
flying this jet. Excellent situation 
awareness in combat is achieved 
through a wide variety of view angles 
from the cockpit. Mission conditions 


Missiles away 
over a Norwegian 
glacier 


run the whole gamut, with an emphasis on the previous number of times targeted by 

strike missions; strike missions are also the an airstrike, makes bombing runs a snap. 

core of the new tactical mission planner. Using the Air Traffic Control (ATC) screen, 
Included on the single CD is the DOS ver- airstrip weather and lighting conditions 

sion, a Windows95 version and the new may be checked and then exact take-off 

Graphics + version that supports the 3Dfx times chosen. 

and Rendition chipsets directly. Installation Minor features also abound in this ver- 


is much smoother than the original —-which sion, with additions to the viewing sys- 
gave many people fits — though there still is | tems including improved missile views 


a separate setup screen for the Graphics + and a “SmartView” camera system that 

version. With the Graphics + and a 3Dfx cuts to the action around you as the mis- 

card on a Pentium 133, framerate is very sion is played out. The air-to-air combat 

smooth on the highest detail levels; the sur- | menu can put you in a dogfight under a larger campaign, maybe extending into cen- 

rounding countryside and skies are notice- myriad of conditions (all chosen by the tral Europe, would be a nice addition and 

ably better than the original. Missile smoke player). Weather, altitude, number of larger, more visible tracer fire from the can- 

trails and explosions also gain from this planes and enemy type and difficulty may non would be a welcome touch. For those 

graphics enhancement. all be factored in for dogfight training. who own the original, having to purchase an 
The highlight of this package is the tacti- When starting a campaign a difficulty level entire new game for the Graphics + and 

cal mission planner, an integrated mission is available, making combat much easier for Tactical Mission Planner might seem to be a 

designer giving you complete control over the novice flyer. Multiplayer capability now little steep. But for those who have never 

every aspect of your missions. For the first allows for both co-operative and head-to- experienced dogfights over the fjords of 

time ever in a flight sim | almost enjoyed head battles over a network or modem. Scandinavia this is a top of the line package 

planning missions more than flying them. When using the Windows 95 version, play is for any flight-sim enthusiast and a program 

Besides just setting waypoint locations and also available directly over the Internet or that will easily reside on your machine for a 

targets, waypoint altitudes are adjustable via the Total Entertainment Network (TEN). long while. -Jim Pedicord 

using a nice graphical elevation chart. Joystick control, including better keystroke 

Targeted areas are located on the map and support for Thustmaster programmable xk * Ww > 4 

then individual targets are chosen for you sticks has been greatly improved. Another 

and your wingmen. A flyby 3D view of the major plus for this package, so often lack- EF2000 Version 2.0 

targeted object helps in identification pur- ing of late, is the amount of documenta- Ocean * www.did.com/* www.oceanltd.com/* 

poses when assigning it and is a great tion. With over 500 pages, divided between Requirements: DOS, Windows 95, 75 MHz 

memory aid when attempting to locate it the manual and a cut down Simtech strate- Pentium or higher, 16MB RAM, 2X CD-ROM » 

while in the air. Abundant information, gy guide, information abounds. Multiplayer: 2-8 players, Internet (via TEN), 

including operational status of a target and Negatives are a tough find for this title. A LAN, modem, serial 


216 COMPUTER GAMES 


CHIPS & BITSine. 


POB 234 DEPT 10948 ROCHESTER, VT 05767 


INT’L 802-767-3033 FAX 802-767-3382 


www.cdmag.com/chips.html 
or call 1-800-699-4263 


Source Code 10948 


COMPUTER GAMES: STRATEGY 


‘Tme - RELEASE PRICE TITLE RELEASE 
10 Six 01/98 $35 Dark Reign Futre War NOW 
1830 RR/Rbbr Baron NOW $34 Dark Reign MP 1 NOW 
7th Legion NOW $39 Deadlock 2 11/97 
AD&D Birthright NOW $27 Dominion NOW 
Admral Ancient Ships 02/98 $46 Dune 2 NOW 
Advancd Civilization NOW $39 Dungeon Keeper NOW 
Age of Empires NOW $46 Emperor Fadng Suns NOW 
Agents of Justice 11/97 $48 Empire of the Ants 03/98 
AHX-1 NOW $47 Enemy Nations NOW 
Ares Rising 11/97 $46 Evolution NOW 
Army Men 03/98 $46 Exploration NOW 
C&C NOW $29 Extreme Tactics 12/97 
C &C 2: Tberium Sun05/98 $48 Fallen Haven NOW 
C &CCovrt Oprtions NOW $22 Fantasy General NOW 
C & C Gold W95 NOW $40 Fragile Allegiance NOW 
C&C RAAftermath NOW $22 Frenzy 12/97 
C&C RACnter Strke NOW $21 Galactic Mirage NOW 
C & C Red Alert NOW $48 Heist 02/98 
C &C Sole Survivor 11/97 $29 Heroes M&M 2 NOW 
Caesar 2 NOW $28 Heroes M&M 2 Ex Pk NOW 
Capitalism Plus NOW $43 Heroes M&M W95 NOW 
Cave Wars NOW $39 Hidden Wars NOW 
Celtic Tales NOW $34 History of World NOW 
Civ 2 Fantasy Worlds 11/97 $27 Imperialism NOW 
Civilization 2 NOW $36 Imperium Galactica NOW 
Civilization 2 Scen NOW §$26 Incubation NOW 
Civilization Network NOW §$25 Infinity War 12/97 
Clay Warfare 12/97 $45 Jagged Alliance 2 NOW 
Cong New World Dix NOW $29 Jutland NOW 
Constructor NOW $42 KKND Extreme NOW 
Creature NOW $34 Lords Realm 2 NOW 
Dark Colony NOW $43 Lords Realm 2 Exp PKNOW 
Achtung Spitfire NOW $40 Battlegrnd Mid East 05/98 
Aegis NOW $19 Battlegrnd Shiloh NOW 
Afrika Korps 04/98 $42 Battlegrnd Waterloo NOW 
Age of Sail NOW $42 CincPac Midway NOW 
Aide de Camp NOW $45 Civil War Generals NOW 
Aide de Camp 2 12/97 $44 Close Combat 2 NOW 
American Civil War NOW $45 Close Combat W95 NOW 
Battle of Bulge 03/98 $42 D-Day Amer Invades NOW 
Battlegrnd Antietam NOW $41 Dcsve Battls of WWI| NOW 
Battlegrnd Bull Run NOW $42 East Front NOW 
Battlegrnd Gettysbrg NOW $32 Fifth Fleet NOW 


BOARD GAMES 


PRICE 


y 


49 


yon oF WwW MH 
ot & & & DW W 
a= ~~ DD & © 


ooo 


non w 
4 


$19 
$38 
$39 
$28 


$42 
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12 O'Clock High NOW $23 Army Heartland NOW $36 Geronimo NOW $32 Quebec 1759 NOW $22 
ASL Beyond Valor NOW $33 Axis & Allies NOW $35 Go NOW $22 Rail Baron NOW $19 
ASL Gung Ho NOW $38 A&A Central Powr NOW §$30 Grand Prix NOW $19 Rats NOW $24 
ASL Hollow Legion NOW $19 Battletech 4th Ed NOW $19 Great War at Sea NOW $32 Risk NOW $27 
ASL Jatkosota NOW $10 BattleTech Comp NOW $33 Hannibal NOW $32 Robo Rally NOW $33 
ASL Kampfgpe 2 NOW §27 Battles Forgtn War NOW $42 Harpoon Box Set NOW $41 Sam Grant NOW $39 
ASL Last Hurrah NOW $14 Battles of Waterloo NOW $33 History of the World NOW $27 Samurai Swords NOW $35 
ASL Leatherneck NOW $9 Blue & Gray NOW $25 Hobbit Adventure NOW $29 Scrabble DIx NOW $39 
ASL Paratrooper NOW $15 Britannia NOW $19 Invasion Norway NOW $30 Settlers of Catan NOW $30 
ASL Yanks NOW $27 Car Wars Deluxe NOW $21 lronsides NOW $28 Space Chess 3D NOW $35 
ASL Solo Rules NOW $29 Civilization NOW $29 Jena NOW $38 Star Fleet Battles NOW $25 
Across 5 Aprils NOW $26 Colonial Diplomcy NOW $42 Knightmare Chess NOW $13 Stratego NOW $14 
Across the Suez NOW $13 Days of Decision2 NOW $42 Krieg! NOW $32 Texas Revolution NOW $18 
Adv Civilization NOW $25 Decision in France NOW $15 Lionheart NOW $35 The ‘45 NOW $25 
Adv Squad Leader NOW $38 Deluxe Diplomacy NOW $42 Lunch Money NOW $15 Third Reich NOW $19 
Adv Third Reich NOW $38 Die Hanse NOW $55 Magic Realm NOW $23 Titan: The Arena NOW $17 
Age of Renaisance NOW $42 Empire Builder NOW $25 Mystical Circle NOW $35 War of 1812 NOW $39 
Air Baron NOW $27 Field Command NOW $30 Pain Doctor NOW $25 We the People NOW $29 
Alamo NOW $15 Fields of Glory NOW $19 Panzerblitz NOW $19 World War One NOW $11 
Ancient Empires NOW $29 Fire in the East NOW $58 Power Lunch NOW $13 World in Flame Dix NOW $90 
HINT BOOKS 
Age of Empire NOW $16 Dungeon Keeper NOW $13 Microsoft Space Sim NOW $9 Sid Meiers GettysburgNOW $18 
Agents of Justice 11/97 $16 Earthsiege 3 11/97 $16 Might & Magic 6 NOW $16 SimCity 3000 11/97 $16 
Blade Runner 12/97 $18 Elder Scrolls 2 NOW $13 Myst 2: Riven NOW $16 Starcraft NOW $16 
Civ 2 Adv Strategies NOW $13 Fallout NOW $16 Myth 11/97 $16 Stee! Panthers 3 11/97 $16 
Civilization 2 NOW $16 Heavy Gear NOW $18 Pax Imperia 2 NOW $16 Tomb Raider 2 11/97 $10 
Curse of Monkey Isle NOW $16 Hexen 2 NOW $16 Populous 3 11/97 $16 Ultima Online NOW $16 
Dark Forces 20SG NOW $16 MS Flight Sim 98 NOW $18 Quake 2 12/97 $18 Unreal NOW $16 
Dark Reign NOW $16 Mask of Eternity 12/97 $16 Quest for Glory 5 NOW $16 War Wind 2 11/97 $16 
Death Trap Dungeon NOW $16 Mechwarrior 3 11/97 $16 Rebellion NOW $16 Warlords 3 NOW $16 
Descent 2 NOW $14 Microsoft Flight Sim 5NOW = $9 Red Baron 2 NOW $16 X-wing vs Tie Fightr NOW $16 
Diablo NOW $16 Microsoft Golf NOW §$9 SWAT 2 11/97 $16 Zork:Nemesis NOW $13 
Sa eeatdieeiiemeamies = . . - : ) 
COMPUTER GAMES: ARCADE COMPUTER GAMES: TRADITIONAL — 
3D U Pbil Creep Nght NOW $36 H.E.D.Z. NOW $38 Boggle NOW $28 Pictionary NOW $38 
3D U Pbil Lost Cntnt NOW $35 Magic Armageddon NOW $44 Bridge Deluxe 2 NOW $29 Power Chess 98 11/97 $45 
3D Ultra Pinball NOW $29 Overboard 11/97 $44 Chessmaster 5500 NOW $37 Shanghai Double PackNOW $28 
Balls of Steel W95 NOW $32 Pinball Addiction 11/97 $25 Clue NOW $29 Shanghai Dynasty 12/97 $40 
Beavs Btthd Lttl Thgs NOW $19 Pro Pinball NOW $37 Fin Fin NOW $54 Shanghaii 98 12/97 $39 
Bomberman NOW $25 Pro Pinball TimeshockNOW $28 LEGO Sea Challenge 01/98 $44 Simpsons Virt Spring NOW $42 
Bvs & Btthd Cllg Drks NOW $19 Psybadek 11/97 $44 Lego Island NOW $39 Sorry 11/97 $28 
Crucible 11/97 $44 Puzz 3-D NOW $28 Mnty Pythn Holy Grl NOW $29 Virtual Pool 2 NOW $35 
Drachen Zor NOW $44 Virtua Squad 2 11/97 $39 Mnty Pythn Mng Life NOW $45 You Dnt Know Jack 3 NOW $28 
Enemy Zero 11/97 $42 WWF Wrestling 3D 12/97 $48 Mnty Pythns WstTm NOW $32 You Dnt Knw Jck Spt NOW $31 
Frogger 11/97 $38 Youngblood 11/97 $47 Monopoly Star Wars NOW $48 You Dnt Knw Jk MviesNOW $39 
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TITLE RELEASE 
M Gathrng BattlemageNOW 
MAX NOW 
MAX 2 02/98 
Magic Spells of Anct NOW 
Magic:the Gathering NOW 
Mass Destruction NOW 
Master of Orion NOW 
Master of Orion 2 NOW 
Mechcommander 02/98 


Mission Nexus Prime 12/97 
Netstorm NOW 
New Order 04/98 
Outpost 2 NOW 
Plague NOW 
Ragged Earth 01/98 
Reach for Stars 2 02/98 
Rebellion 11/97 
Return Fire NOW 
Rising Lands NOW 
SWAT 2 NOW 
Semper Fi NOW 
Sentient NOW 
Sentinel Returns 03/98 
Settlers 2 NOW 
Settlers 2 Gold NOW 
Seven Kingdoms 02/98 
Shattered Nations 11/97 
Siege 11/97 
SimCity 2000 Spec Ed NOW 
SimCity 2000 Net NOW 
SimCity 3000 11/97 
SimSafari 12/97 


Great Battls Alexndr NOW 
Grt Bttls of Hannibal 11/97 
Harpoon 97 NOW 
Napoleon in Russia NOW 
Over the Reich NOW 
PTO 2 NOW 
Pacific General NOW 
Pacific Tide NOW 


Panthers in Shadows NOW 
Panzer Commander 06/98 
Panzer General 2 NOW 


$19 
$24 


$48 


$37 


$48 
$52 
$37 
$44 
$48 
$46 
$40 
$45 
$33 
$38 
$48 
$46 
$48 
$40 
$47 
$54 


$44 


$40 
$48 
$44 
$42 
$39 
$34 
$35 
$45 
$42 
$45 
$42 


TITLE 


RELEASE PRICE 
Soldiers at War 02/98 $43 
Spaceward Ho! 4 NOW $24 
Speed Tribes 04/98 $48 
Star Command NOW $40 
Star General NOW $43 
Star Nations 06/98 $46 
Starcraft Expansion 12/97 $30 
Stars NOW $38 
Starship Troopers NOW $46 
Steel Legions 11/97 $42 
Stratosphere 02/98 $46 
Submarine Titans 05/98 $44 
Syndicate Wars NOW $46 
Theme Hospital NOW $42 
Tycho Rising NOW $44 
Ultimate Civ 2 NOW $48 
Uprising 11/97 $48 
WHammr 2 Drk Omn 11/97 $43 
WarBreeds NOW $48 
WarGames 02/98 $46 
Warcraft 2 NOW $37 
Warlords 2 Dix NOW $41 
Warlords 3 NOW $39 
Warwind 2 11/97 $34 
Wisdom of the Kings NOW $46 
Wooden Ship Iron Mn NOW $39 
Worms 2 11/97 $39 
X-Com Apocalypse NOW $41 
X-Com Terr frm Deep NOW $19 
X-Com UFO Defense NOW $19 
X-Fire 01/98 $48 
Zz NOW $15 
Panzerblitz 03/98 $42 
Prelude to Waterloo NOW $45 
Sid Meier's Gettysbrg NOW $46 
Stalingrad NOW $39 
Steel Panthers 2 NOW $27 
Tank Resistance 2024 NOW $39 
Third Reich NOW $39 
Tigers on Prowl 2 NOW $42 
V Victory Bundle NOW $28 
War College NOW $19 
War Inc NOW $46 


‘TOTAL ANNIHILATION’ Fully articulated 3D units, build- 
ings and terrain. Over 150 units and 25 missions per 
side in single player campaign, plus full multiplayer sup- 
port. Complex water units such as aircraft carriers, float- 
ing factories and amphibious tanks that drive into and 
under water. 

GT Interactive (Strategy) 

Release Date: NOW PC CD $47 


‘LORDS OF MAGIC’ In a fantasy world where magic is 
common, trouble lurks. Dark Lord Balkoth’s giant war 
machine is wreaking havoc. You must stop his reign of 
terror, using real-time combat on true 3D terrain. Play 
alone or with 5 friends over a network or modem. 
Sierra (Strategy) 

Release Date: NOW PC CD $47 


‘STARCRAFT’ You must gather your resources to 
accomplish your goals, either freedom or galactic domi- 
nation. Play 30 different missions in space, on planets, 
within installations. Scenario and map editor allows you 
to create your own campaigns. 

Blizzard (Strategy) 

Release Date: NOW PC CD $47 


‘MYTH’ is a tactical level game of fantasy warfare, with 
unprecedented realism and detail. Seasons change 
during the course of the game, affecting tactical deci- 
sions. Real 3D terrain, dynamic lighting, and tricky 
artificial intelligence. 

Bungie (Strategy 

Release Date: NOW PC CD $44 


‘MAN OF WAR’ Faithfully re-enacts an Admiral’s life 
at sea circa 1765-1815 using actual battles and strate- 
gies. Contains 12 historically accurate scenarios, large 
scale fleet action, and revolutionary real-time 3D first 
person perspective. 

Virgin (War) 

Release Date: NOW PC CD $41 


‘PANZER GENERAL II’ contains enhanced multimedia 
footage and scenario briefings. Also, all new campaigns, 
play some from the Allied side. New interactive terrain 


reflects battle damage. Multiplayer support. 
SSI (War) 
Release Date: NOW PC CD $42 


‘SAMURAI SWORDS’ Wage war in the tradition of 
the valiant samurai warrior! Collect income as a 
reward for provincial conquest. Form a mutual 
bond of loyalty with an enemy warlord to further 
your cause. 

Milton Bradley (Board Game) 

Release Date: NOW BG $35 


‘1943:EUROPEAN AIR WAR’ Pilot 20 authentically mod- 
eled fighter planes from the American, British and 
German forces. Play in single mission, career or multi- 
player modes.Includes virtual cockpits, flight film, radio 
communication and great sound and visual effects. 
Microprose (Simulation) 

Release Date: NOW PC CD $45 


‘PAX IMPERIA 2’ Control every aspect of a civilization: 
economics, research, espionage, exploration and 
diplomacy. Build a fleet of mighty warships or 
quietly establish economic dominion, the universe is 
yours to conquer. 

THQ (Strategy) 

Release Date: 01/98 PC CD $48 


‘POPULOUS:THE THIRD COMING’ Large strategies can 
be planned and enacted from fully playable global view. 
Various terrain varieties(mountains, oceans, aerial 
views) impose different challenges on your warriors as 
you lead them into battle. 

Electronic Arts (trate gy) 

Release Date: NOW PC CD $45 


‘STEEL PANTHERS III’ Command multinational forces 
while auxiliary units enhance your core command. 
Includes weapon and unit information for 20 World War 
Il era and 40 post WWII era countries. Comes with 6 full 
Campaigns and over 40 individual scenarios. 
Mindscape (War) 

Release Date: 11/97 PC CD $43 
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‘iF16 Fighting Falcon’ contains an easy to use quick 
Start mode as well as detailed missions and campaigns. 
Jump into combat and experience incredible graphics 
and high energy explosions without ever opening 
the manual. 
Interactive Magic (Simulation) 
Release Date: NOW PC CD $48 


‘RED BARON Il’ You will become immersed in World 
War | and the career of the brave young men who pilot 
the flying machines in the dangerous dawn of aviation. 
Engage in deadly dog fights, strafe an enemy aerodrome 
as you line up your nemesis in your sights. 


Sierra (Simulation) 
Release Date: NOW PC CD $47 


‘TOMB RAIDER 2’ Lara’s back, and better than ever, 

with new moves, a new underwater environment and a 

whole new arsenal. Explore huge, exotic platform-based 

3D environments around the world, solve puzzles and 
kill baddies. 

Eidos (Action) 

Release Date: 11/97 PC CD $49 


‘DARK FORCES JEDI KNIGHT’ In this long awaited 
sequel to Dark Forces, you battle a multitude of enemies 
and discover the secrets of the lost Jedi burial ground. 
Master light saber combat and harness an arsenal of 
firepower. Develop your force powers and become a Jedi 
Knight or a dark Jedi. All new 3D environments and 
characters. 
LucasArts (Action) 
Release Date: NOW PC CD $53 


“QUAKE II’ Quake was just foreplay. Now comes Quake 

Il. Includes larger, mission based levels, superior artifi- 

cial intelligence, and wicked multiplayer capabilities. 

Experience smoother 16 bit graphics and real-time light- 
ing effects. 

Activision (Action) 

Release Date: 11/97 PC CD $47 


‘MADDEN FOOTBALL 98’ This years update contains a 

new response-adjusting Al to keep you on your toes. 

Play in all 30 3D rendered stadiums, trade and create 

players. Made more realistic with 10 real NFL penalties 
and commentary. 

Electronic Arts (Sports) 

Release Date: NOW PC CD $46 


‘JOYSWITCH’ Now you can jump from joystick to 

joystick, game to game with the speed and ease of turn- 

ing a switch. No more reaching behind your computer to 

swap joystick cables on the game port. Joyswitch does 
it all. 

Lead Pursuit (Hardware) 

Release Date: NOW PC $42 


‘CH RACING SYSTEM’ Become a road warrior with the 

system that was built for speed and durability. System 

comes complete with a high-performance racing wheel 

with 160 degree range of motion, four push buttons and 
foot pedals for acceleration and braking. 

CH Products (Hardware) 

Release Date: NOW PC $85 


‘CH GAMESTICK 14’ The comfortable base is equipped 

with 14 functions, a slide throttle, trim controls, two 

directional pads and patented gimbal. Designed for both 
left and right handed gamers. 

CH Products (Hardware) 

Release Date: NOW PC $60 


‘CABIN FEVER:SNOWBOUND’ How about a weekend 

Stuck in a cabin with nothing to do but play strip poker 

with 3 gorgeous women? Advanced poker engine and 
hilarious story elements. 

Art Worx (Adult) 

Release Date: NOW PC CD $34 


‘CRYSTAL FANTASY’ Venture through the cave of lust 
and find the secret crystal. Interact with the sexiest 
young jewels of the MacDaddy harem. Take snap- 
shots of the girls and play with them in your own 


private portfolio. 
MacDaddy (Adult) 
Release Date: NOW PC CD $29 


COMPUTER GAMES: SIMULATION | 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE Price ‘TITLE RELEASE PRICE 
10th Planet 11/97 $48 Earthsiege 3 11/97 $49 Heavy Gear NOW $48 Sand Warriors NOW $46 
688i Hunter Killer NOW $46 F-15 11/97 $48 Interstate 77 NOW $46 Screamer 2 NOW $24 
AH-64D Longbow 2 NOW $46 F-16 Agressor NOW $48 J Fghtr Lghtning Strk 11/97 $43 Sermn Demns Europe12/97 $52 
AHX-1 NOW $47 F-22 ADF 11/97 $48 Jet Fighter 3 NOW $35 Sierra Pro Pilot NOW $45 
ATF 98 NOW $46 F-22 Lightning 2 NOW $26 Jet Fighter Fil Burn 11/97 $46 Silent Hunter 2 09/98 $46 
Aces: X-Fighters 11/97 $49 F-22 Raptor NOW $46 Joint Strike Fighter NOW $44 Spearhead 11/97 $49 
Across Desert 1941 06/98 $48 F/A 18 Korea 11/97 $43 Mi Tank Platoon2 06/98 $52 Spearhead Exp Pack 12/97 $29 
Air Cmbt Nvy Ftrs97 NOW $45 FA 18 Hornet 3 NOW $44 MS Flight Sim 98 NOW $52 Tank! 02/98 $48 
Air Warrior 2 NOW $43 Falcon 3.0 NOW $16 MW Mercenaries NOW $28 Team Apache 12/97 $44 
Anarchy 02/98 $41 Falcon 4.0 04/98 $52 MW Mercenaries 3DfxNOW $48 Test Drive 4 NOW $46 
Andretti Racing 11/97 $45 Falcon Gold NOW $29 Manx TT NOW $42 Tie Fightr Coll NOW $19 
Armored Fist 2 NOW $46 Fghtng Ficn Bck Bgdd NOW $26 Mech 2 Battlepack NOW $48 Trophy Bass Rivers NOW $49 
Army Air Corps 42 06/98 $48 Flight Unlimited 2 NOW $44 MechWarrior 3 06/98 $52 Wing Commander4 NOW $29 
CART Prcision Racing NOW $48 Flying Corps Gold NOW $48 Mig Alley 11/97 $46 Wing Commander5 11/97 $46 
Comanche 3 NOW $39 Flying Nightmares 2 11/97 $42 Need for Speed 2SE NOW $44 Wings of Destiny 02/98 $49 
Confirmed Kill 11/97 $46 Flying Saucer NOW $46 Outlaw Racers 03/98 $39 X-Car Exprmntl Ron NOW $48 
Conquest of the Skies11/97 $48 Flying Tigers 09/98 $48 Privateer 2 SE 11/97 $39 X-Wing Vs. Tie Cmp 111/97 $32 
Daytona USA Dix NOW $42 Formula 1 CE NOW $44 Redline 12/97 $46 X-Wng V Tie Fghter NOW $50 
Deep Six 03/98 $46 Glider Wars 01/98 $32 SU-27 Flanker 2 11/97 $43 iF-22 Raptor NOW $42 
EF 2000 V 2 NOW $45 Harrier 2020 NOW $45 SabrAce NOW $42 iPanzer 44 12/97 $48 
| COMPUTER GAMES: ACTION 

Bugriders 12/97 $40 Dreams NOW $48 Hexen 2 NOW $52 Sin 02/98 $49 
Carmageddon NOW $45 Duke Nukm 3D AtomcNOW $29 Jungle Bots 11/97 $38 SpecOps 11/97 $48 
Chromoform 11/97 $46 Excalibur 2555 NOW $48 Mageslayer NOW $39 Star Trk Frst Contct 11/97 $48 
Crusader:No Regret NOW $34 Fallen NOW $41 Postal NOW $48 Tomb Raider NOW $42 
D-Day 99 NOW $38 Flesh Feast 02/98 $44 Profiteer 03/98 $45 Trespassr Jrssic Park 12/97 $48 
Daikatana 03/98 $49 Freelancer 11/97 $44 Quake NOW $42 Twisted Metal 2 NOW $44 
Dark Frees Jedi Knght NOW $53 G-Police NOW $44 Quake Mssn Pk 1-2ea NOW $29 Virus 11/97 $48 
Dark Vengeance 03/98 $45 Gatherer 02/98 $42 Quake 2 11/97 $52 Unreal 11/97 $48 
Dead Unity 04/98 $45 Half Life NOW $48 Resident Evil NOW $42 XS NOW $46 
Death Trap Dungeon 11/97 $48 Hammer Strike 04/98 $46 — Shadow Warrior NOW $47 qED for Quake NOW $19 

COMPUTER GAMES: SPORTS 
3D Ultra Mini Golf NOW $42 FPS Trophy Bass RvrsNOW $48 Links LS OakInd Hills NOW $19 Open Ice NOW $46 
ABC Mndy Nght Fb 9811/97 $45 Gone Fishin’ NOW $29 Links LS Valderrama NOW $19 PBA Bowling 2 NOW $35 
All Star Baseball98 NOW $44 Hardball 6 NOW $46 Links LS Valhalla NOW $19 PGA Tour Class Crs 1 NOW $19 
Bass Mstrs Clssc Pro 04/98 $42 Heroes of Iron Grid NOW $44 MS Baseball 3D NOW $45 PGA Tour Pro3-D 11/97 $50 
British Open Golf NOW $24 Hooves Thunder NOW $35 NBA Action 98 NOW $42 PGA Tour ProW95 NOW $50 
FIFA Road Wrld Cp 98NOW $46 Jack Nicklaus Golf5 11/97 $45 NBA Live 98 NOW $45 SimGolf NOW $19 
FIFA Soccer 97 NOW $45 Kick Off 97 NOW $44 NCAA Football 98 NOW $45 Tony LaRussa 4 NOW $42 
FPS Baseball 98 NOW $28 Legends of FB 98 NOW $39 NFL QB Club 98 NOW $42 Triple Play 98 NOW $45 
FPS Football 98 NOW $29 Links LS 98 NOW $33 NHL Breakaway 98 NOW $42 World Series BBall 98 NOW $42 
FPS Golf Bundle NOW $48 Links LS Cng Ctry CIbNOW $19 NHL Hockey 98 NOW $45 Worldwide Soccer 98 NOW $39 
FPS Skiing NOW $47 Links LS Davis Love NOW $25 NHL Power Play98 NOW $34 Wrid Cup Gif Dor Bch NOW $19 
COMPUTER GAMES: HARDWARE 
3D Magic Accelerator NOW $126 CH Mach 3 Joystick NOW $25 Gravis Y-Cable Adptr NOW $10 Space Orb 360 NOW $75 
Altc ACS55 Spker Sys NOW $152 CH PC Gamepad NOW $19 Grv Grp/Gm Pad Adpt NOW $19 TM F16 TQS NOW $108 
Assassin 3D Contllr NOW $59 CH Pro Pedals NOW $80 Labtec CS700 Spkrs NOW $34 TM F22 Pro NOW $128 
Assassn 3D Wingman NOW $99 CH Pro Throttle NOW $102 Labtec LCS 2612 SpkrsNOW $112 TM Game Card NOW $25 
Audio Ref 30A Spkrs NOW $172 CH Throttle NOW $65 Ltech Cyberman2 NOW $92 TM Millnm 3D Incptr NOW $69 
CH F16 Combatstick NOW $60 CH Virtual Pilot Pro NOW $75 Ltech WingMn WarriorNOW $85 TM Nascar Racng WhINOW $112 
CH F16 Fighterstick NOW $100 Diamnd 3D 2000 2MBNOW $110 MS Sidewinder Pro NOW $44 TM Phazer Pad NOW $47 
CH Flight Stick Pro NOW $50 Gravis GriP Contrilr NOW $85 MS Sidewinder FF ProNOW $159 TM Rage 3D Pad NOW $40 
CH Force FX NOW $129 Gravis GrlP Pad 2 Pk NOW $24 MS Sidwinder Pro PadNOW $39 TM Rudder Contr Sys NOW $98 
CH Game Card 3 AutoNOW $26 Gravis Grp Stnd Aline NOW $69 Sound Blaster 64 Gld NOW $189 Verbal Commander NOW $85 
CH Jane's Combt StckNOW $69 Gravis PC Gampd ProNOW $26 Sound Blaster 64 Val NOW $149 Yamaha SBS 300 NOW $88 
COMPUTER GAMES: ADULT 

101 Sex Positions NOW $24 Erotic Playground NOW $9 Oriental Diaries NOW $19 Sex With Jena NOW $49 
2069 Oriental Sex NOW $50 Face Jam NOW $27 Oriental Syndrome NOW $22 Sex:The Game NOW $39 
Adult Image Lib 2+ NOW $25 Fantascenes NOW $38 Othr Side Chelsea NOW $29 Sexy Six Pack NOW $39 
Asia X NOW $29 Fantascenes 3 NOW $39 Out Of Love NOW $16 Seymore Six Pack NOW $39 
Asian Paradise NOW $39 From Asia w/ Love NOW $15 Outpost 69 NOW $40 Shaved Pink NOW $19 
Asian Pearls 3 NOW $24 Fun House NOW $24 Pandor...AAAH's NOW $16 Shock:The Game NOW $49 
Asian Silk NOW $16 Girlfriend Donna NOW $49 Pandora's Poker NOW $19 Sorority Sluts NOW $24 
Asians in Wndrind NOW $39 Glamor Girls 3 NOW $19 Passion Poker NOW $29 Space Sirens 2 NOW $34 
Bangkok Nights NOW $19 Hawaii NOW $16 Peep Show 2 NOW $32 Superstars of Porn NOW $24 
Bankok Beauties NOW $19 Hist Of Blue Movie NOW $15 Peeping Tom NOW $24 Sushi Bar Girls NOW $29 
Black Book NOW $34 Hot Leather 2 NOW $25 Penetration NOW $16 Swedish Erotica NOW $19 
Black Foxes NOW $28 Hung Hunks NOW $21 Phone Sex NOW $9 Tabloid Beauties NOW $19 
Busty Babes 4 NOW $39 Jade Palace NOW $19 Platinum Six Pack NOW $44 Time Warp NOW $44 
Car Wash Angels NOW $36 Japan Interactive NOW $46 Poker Party NOW $39 Tokyo Nightlife NOW $48 
Celebrity Nudes NOW $26 Japanese Pearls NOW $19 Porno Poker NOW $36 Tokyo Nymphs NOW $19 
Christy Inthe Wild NOW $14 Kama Sutra NOW $24 Private Collection NOW $48 Triple Penetration NOW $18 
CyberXperience NOW $29 La Blue Girl 4 NOW $22 Private Investigator NOW $49 Twin Angels 2 NOW $28 
Deep Thrt Girls 5 NOW $26 La Blue Grl Sern NOW $29 Private Plsr Park NOW $26 Ultimate Tokyo NOW $29 
Deep Thrt Gris 4P NOW $49 Latex NOW $44 Private Plsr Park2 NOW $49 Ultra Slots NOW $28 
Dirty Debutnt6 Pk NOW $44 Latin Lust NOW $24 Private Prison NOW $44 Ultra Vixen NOW $49 
Diva X Ariana NOW $39 Lingerie Models NOW $19 Racquelle in Wild NOW $24 VCA 6-Pack NOW $39 
Diva X NJ NOW $39 Made In Japan NOW $16 Rodney Rubber NOW $39 Valentine's Day NOW $26 
Diva X Rebecca NOW $39 Main Street USA NOW $19 Romsoft Six Pack NOW $36 Venus 5 NOW $20 
Domin-A-Trix NOW $19 Manhunt NOW $18 Romsoft Six Pk 2 NOW $29 Village Collection NOW $29 
Domin-A-Trix 2 NOW $24 Max Domintn Pk NOW $32 Room for Rent NOW $29 Virtual Golden Eye NOW $44 
Dream Machine 2 NOW $49 Max Sex 6 Pack NOW $36 Ropes & Chains NOW $19 Virtual Sex 2 NOW $39 
Duke Screw'em NOW $46 Mega Pix NOW $21 Samurai Pervert NOW $42 Virtual Sex Shoot NOW $44 
Elite Amer Mdls 4 NOW $19 Men In Motion NOW $39 Samurai Pervert 2 NOW $49 Virtual Top Model NOW $35 
Elite College Girls 2 NOW $24 Mysteria NOW $35 Scissors N' Stones NOW $19 Virtual Valerie 2 NOW $36 
Elite Euro Mdls 3 NOW $19 Mystique Orient 2 NOW $19 Secrt Treas Japan NOW $19 Virtual Veronica NOW $48 
Elite Euro Mdls 4 NOW $19 Neurodancer NOW $32 Select a Pet NOW $34 Virtual Victor NOW $42 
Elite Models 3 NOW $19 New Machine6Pk NOW $42 Select a Pet 2 NOW $34 Virtually Yours 2 NOW $39 
Elite Models 4 NOW $19 Nightwatch Int 3 NOW $46 Sex Castle NOW $29 You Dn't Knw Dick NOW $35 
Eros 3 NOW $24 Oriental Action NOW $19 Sex TV 2 NOW $24 Zoom NOW $36 
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COMPUTER GAMES: ADVENTURE ere : aay 
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SEGA SATURN 


: = ‘THE CURSE OF MONKEY ISLAND’ includes all of the 
TITLE RELEASE PRice TITLE RELEASE PRICE on | RELEASE PRICE TITLE | | RELEASE PRice elements that made the series great but with a more 
20k Lgues Under Sea 11/97 $48 Fighting Fantasy 11/97 $40 Qin Tomb Mid King NOW $28 Starship Titanic NOW $48 highly stylized, hi-resolution look. Through an intuitive 
7 /97 § @ c an S / f ‘ : : 
ree, ow Se Sam yas Mtl So fam ‘OW Ss seen 287 $48 | mage eS pik Ua se oes tala ar 
= ious characters throughout the game. 
Abe's Odysee NOW $47 Journeyman Projct 3 01/98 $48 Respect Inc 03/98 $45 Surreal NOW $42 | Lucasarts (Adventure) 
Aden Quest 01/98 $43 Kings Quest 8 12/97 $48 Return to Krondor 02/98 $45 Temujin NOW $48 Release Date: 11/97 PC CD $39 
Adrenix Crisis 01/98 $45 Last Express NOW $39 Reverence NOW $43 TimeLapse Anc Civil NOW $40 
Alien Earth 03/98 $45 Leisure Suit Larry 7 NOW $48 Ripper NOW $48 Titanic Jrny Out Time NOW $44 | 
Alone in Dark Trilogy NOW $25 Lst Fils Shrik Hims 2 NOW $42 Rivers of Dawn NOW $41 Tme Wrp Dr Brain NOW $33 ‘OF LIGHT AND DARKNESS’ Once every thousand years, 
Armed and Delirious NOW $46 Metal Works NOW $38 SCARAB NOW $38 Tone Rebellion NOW $41 gates open between the waking world and the realms of 
Asheron's Call 02/98 $48 Myst NOW $24 SPOR NOW $46 Trial NOW $44 dream time, offering opportunities to those who dare, to 
Atlantis NOW $40 Myst 2 NOW $52 Secret Mission NOW $44  Twinsen’s Odyssey NOW $47 save humanity from extinction. Now is the time to stop 
Badlands 02/98 $48 — Neverhood NOW $50 — Secret of Black Onyx NOW $46 — Ubik NOW $42 catastrophes that could usher in a thousand years of 
Beavis Butthd Virt St NOW $29 Obsidian NOW $35 Shivers 2 NOW $48  Versaille NOW $44 darkness. ; 
Black Dahlia NOW $48 Overseer 12/97 $54 Siege of Stormhaven 10/98 $48 Virtuoso NOW $34 Interplay (Roleplaying) 
Blade Runner 11/97 $53 Pandora Directive NOW $46 Space Bar NOW $34 Warcraft Lord of ClIns 11/97 $46 Release Date: 11/97 PC CD $48 
Byzantine NOW $46 Patriot Games 11/97 $48 Space Quest 3000 NOW $45 Wheel of Time NOW $46 
Dark Camelot 03/98 $48 Phantasmagoria 2 NOW $54 Star Trek Voyager 11/97 $48 Yoda Stories NOW $19 ‘MYST 2’ will provide an exploration experience through 
Dark Earth NOW $46 Planetfall W95 01/98 $44 Star Trk Jdg Rt Coll NOW $38 Zombieville NOW $40 a new world filled with 7,000 images, over an hour of 
Dark Half 03/98 $44 Police Quest 5 SWAT NOW $28 Star Trk Judge Rites NOW $14 Zork: Grnd Inquisitor NOW $48 animation and original music, requiring acute skills of 
Dark Side of Moon 11/97 $48 Principles of Fear NOW $47 Star Trk Str Fit Acad NOW $55 Zork:Nemesis NOW $29 observation. 
COMPUTER GAMES: ROLE PLAYING debby m Bat bah 
codes St eS og th sass : Release Date: NOW PC CD $52 
Anvil of Dawn NOW $19 Dungeon Master2 NOW $15 Lands Lore Grdns DstNOW $48 Star Trail NOW $29 
Arena Deluxe VOW $47 Elder Scrolls 2 NOW $39 Legcy Kain Bld Omn NOW $40 Star Trk Final Unity NOW $32 ‘BALDUR’S GATE’ is set in the legendary Forgotten 
Battlespire NOW $49 Eldr Scrils Mrrowind 02/98 $54 Meridian 59 W95 NOW $19 Stonekeep NOW $29 Realms campaign world. Uses a transparent interface an 
Betrayal in Antara NOW $40 Elric 1/97 $45 Might & Magic 6 01/98 $49 Swords of Heroes 10/98 $46 gameplay that uses a real-time modification of the ADD 
Broken Sword NOW $42 EverQuest 03/98 $44 Quest for Glory 5 11/97 $48 Ultima 7 Series NOW $15 rules system. There are over 60 monsters to fight, you 
Buccanee NOW $34 FR Descent Unde NOW $46 Realms of Haunting NOW $39 Ultima 8 Pagan NOW $15 control a party of six each with unique abilities 
Dark Project 11/97 $49 Fallout NOW $48 Redemption 02/98 $43 Ultima Online NOW $53 and personas. 
Diablo NOW $37 Final Fantasy VII 02/98 $48 Rims Ark Shadw Riva NOW $36 Ultima Undrwid 1 & 2NOW $15 Interplay (Roleplaying) 
Die By the Sword NOW $48 Forsaken 01/98 $42 Sacred Pools NOW $48 Wizardry 8 04/98 $48 Release Date: 11/97 PC CD $48 
Dragon Lore 2 NOW $39 Knights XentrPG13_ NOW $34 Shadows of Death 03/98 $43 Wizardry Gold W95 NOW $25 
ROLE PLAYING GAMES ‘DEFIANCE’ You are a test pilot for an awesome new 
weapon when suddenly it is no longer a test. First 
AD&D Core Rules NOW $36 Conspiracy X NOW §$20 GURPS Mecha NOW $15 RuneQuest 4th Ed. NOW $19 person combat simulator, four levels of firepower, 
AD&D Cmbt&Tact NOW $17 Cyberpunk 2020 NOW $17 GURPS Robots NOW $14 Senzar NOW $21 missiles and auxiliary weapons. Twin beam laserlok 
AD&D DM Guide NOW $20 Celest! Dice Mars NOW $5 GURPS Space NOW $14 Skyrealms Jorune NOW $17 firing system. 
AD&D MonstrMni NOW $20  Celesti Dice Merc NOW $5  GURPS Vehicles © NOW $16 StarWars Revised NOW $25 Avalon Hill (Action) 
AD&D Player Hdbk NOW $26 Celesti Dice Pluto NOW $5 Heavy Gear NOW $25 Toon Deluxe NOW $16 Release Date: NOW PC CD $40 
AD&D Skill & Pwr NOW $17 Celest! Dice Terra NOW $5 Hidden Invasion NOW $17 Torg NOW $25 
AD&D Spell & Mgc NOW $19 Celest! Dice Uran NOW $5 In Nomine NOW $25 Traveller NOW $24 ‘SHADOWRUN’ In the world of 2053. magic has 
AD&D DM Screen NOW $6 Celest! Dice Venu NOW $5 Macross 2 NOW $11 Vampire Clan Bks NOW $10 returned and elves, dwarfs, orks. and trolls have 
AD&D Sea Devils NOW $17 Deadlands NOW $25 Mage 2nd Ed NOW $21 Vampire Hunters H NOW $10 assumed their true forms. with megacorporations in 
AD&D World Bidr NOW $17 Dragnince 5th Age NOW $21 Mechwarrior NOW $13 Vampire Dark Age NOW $24 charge. When they want something done they come to 
AD&D Tale Comet NOW $25 Earthdawn NOW $18 Mechwarrior Comp NOW $12 Vampire 2nd Ed. NOW $24 you. You might be a decker, street samurai or a magi- 
Albedo NOW $18 Earthdawn Comp NOW $15 Mutation NOW $30 Vampire PlayrGde NOW $19 cian. Whatever you are, you will need all the power you 
Albedo Bonus Pck NOW $30 Earthdwn GMPack NOW $11 Nephilim NOW $18 Vampire Dice Set NOW $5 possess to make a shadowrun. 
Ars Magica 4th Ed NOW $26 Fading Suns NOW $22 Nightspawn NOW $16 Warhammr Fantsy NOW $19 FASA (P/P Roleplaying) 
Bloodshadows NOW $25 GURPS Aliens NOW $14 Of Gods And Men NOW $22 Werewolf Tribe Bk NOW $10 Release Date: NOW RPG $20 
Bubblegum Crisis NOW $20 GURPS Autodue NOW $15 Once UponaTime NOW $14 Werewolf NOW $24 
Call of Cthulhu NOW $18 GURPS Dinosaurs NOW $15 Palladium Fantasy NOW $20 Werewolf Dice Set NOW $5 Sas 
Cthulhu Live NOW $15 GURPS Comp NOW $18 Paranoia Fifth Ed. © NOW $20 Witchcraft NOW $20 MAGIC THE GATHERING STH EDITION’ This deck contains 
Castle Falken NOW $23  GURPSComp li © NOW $18 Pendragon 4thEd. NOW $19  Wrid DrkGypsies NOW $13 60 tradable game cards, randomly assorted, plus a rule 
Champions 4th Ed. NOW $22  GURPS Rulebook NOW $20 Rifts NOW $21 World of Darkness NOW $16 book. Each player must have a deck. This deck may be 
Changeling NOW $21 GURPS Goblins NOW $18 Robotech NOW $11 Wraith NOW $24 enhanced with more cards sold in booster packs. 
Changeling Scrn = NOW $15 GURPS Magic NOW $14 Robotech Zentaedi NOW $7 Wraith Dice Set NOW $5 hdl ae iow ce game) 
COLLECTIBLE CARD GAMES 
BTech BP Merc NOW $2 MTG 5th Ed BP NOW $2 Magic Ice Age BP NOW §$2 Star Trek Booster NOW $2 ‘BREATH OF FIRE III’ Immense environments allow 
Battletech Booster NOW $2 MTG Chronicles NOW $1 MidEarth Dragons NOW $2 Star Trek NG BP NOW $2 viewpoint rotation to reveal hidden pathways, items, 
Battletech Starter NOW $8 MTG Mirage BP NOW §2 Middle Earth BP NOW $3 Star Tk NG Hdeck NOW $2 secrets and powerups. Find the secret of the Dragon 
DoomTrooper SD NOW $4 MTG Mirage SD NOW $8 Middle Earth SD NOW $9 Star Trek Starter NOW $8 shrines or become an apprentice to learn magic and 
Dr Who Booster NOW 82 MTG Tempest BP NOW $2 Monty Python NOW $9 Star Trek TNG SD NOW $7 special abilities 
Dr Who Starter NOW $8 MTG Tempest SD NOW $8 Monty Python NOW 3 Star Wars BP NOW $2 Capcom Heda 
Great Dalmuti NOW $5 MTG Visions NOW $2 Mythos BP NOW $3 Star Wars SD NOW $7 Release Date: 1/98 PSX $52 
Heresy SD NOW $6 MTG Weatherlight NOW $2 On the Edge BP NOW $1 Tank Commander NOW $8 
Illuminati BP NOW $2 Magic Homelands NOW $1 On the Edge SD NOW $3 X-Files Booster NOW $2 
llluminati SD NOW $8 Magic FallenEmp NOW $1  RageUmbraBP NOW $2 _ X-Files Starter NOW $9 ‘MAGIC KNIGHT RAYEARTH’ Three Japanese school- 


girls must save a Princess to restore peace to the land. 
Breathtaking animation with over 90 minutes of audio. 
When you talk to characters in the game, they reply! 


Ace Combat 2 NOW $46 Masters Tera Kas NOW $49 Albert Odyssey NOW $52 Madden Ftball'97 NOW $46 : 2 ; 

Aqua Prophecy 02/98 $49 Metal Gear Solid NOW $46 Batman and Robin 11/97 $44 Manx T.T NOW $46 Working iti ty (Roleplaying) 

Bushido Blade NOW $42 Monster Rancher NOW $4 Battle Monsters NOW $34 Mass Destruction NOW $51 Release Date: NOW SAT $52 

Castlevania NOW $48 Moon 02/98 $49 Bomberman NOW $52 Mortal Kombat 4 03/98 $62 

Clock Tower NOW $44 NASCAR 98 NOW $46 Casper NOW $46 NBA Action ‘98 NOW $49 ‘HEAT INTERNET GAME NETWORK’ allows people to 

Crash Bandicoot2 11/97 $44 NBA Fastbreak 11/97 $44 Criticom 2 NOW $52 NBA Live ‘98 11/97 $46 play their favorite multiplayer PC games over the inter- 

Death Trap Dungn 11/97 $46 NBA Live ‘98 NOW $44 Croc NOW $49 NHL Hockey 98 NOW $46 net. Provides the fastest gameplay achievable over the 

Final Fantasy Tact 01/98 $56 NFL Game Day'98 NOW $39 Crusader NOW $46 NHL Breakawy ‘98 NOW $44 internet. Includes 6-month pre-paid membership. 

Final Fantasy VI! NOW $59 NHL Face Off ‘98 NOW $42 Crypt Killer NOW $42 Nascar 98 NOW $46 Segasoft 

GEX 2 1/98 $46 NHL Powerplay 98 NOW $44 Darklight Conflict NOW $44 Racers Megamix 02/98 $49 Release Date: NOW PC cD $27 * 

Grand Theft Auto NOW $51 Nightmre Creature NOW $46 Darkstalkers 3 11/97 $49 Rally NOW $36 " 

Herc’s Adventures NOW $40 Odd World NOW $44 Enemy Zero 11/97 $49 RayMan 2 NOW $54 1998 

Jet Moto 2 11/97 $44 Ogre Battle NOW $50  FiIFASoccer 98 + NOW $46 Resident Evil NOW $44 ‘BONUS CALENDAR OFFER’ A 12-issue GAMES 

Lost Vikings 2 NOW $44 — PGA Tour ‘98 NOW $46 Fighters Megamix NOW $52  Returnofthe Apes NOW $50 subscription to COMPUTER GAMES CALENDAR 

Lost World NOW $44 Pamdemonium 2 NOW $45 Herc's Adventures NOW $42 Sentinel Returns 03/98 $49 Strategy Plus magazine and the 1998 

MDK 11/97 $46 Ray Storm NOW $46 Hexen NOW $49 Shining Holy Ark © NOW $46 Computer Games Calendar, all for $12.95 jm 

MK Mythologies NOW $46 Resident Evil 2 01/98 $52 Lost Vikings 2 NOW $46 Sonic R 11/97 $52 Available for a limited time, order now! 

MLB Pen Race98 NOW $36 — Suikoden 2 11/97 $46 — Lunacy NOW $49  VMX Racing NOW $46 Release Date: NOW $12.95 

Madden FB 98 NOW $44 Tactics Ogre 12/97 $46 Lunar Director Cut 12/97 $46 Virtua Racing NOW $29 

Master of Monster 02/98 $49 Wild Arms NOW $44 Madden FB 98 NOW $46 Wridwde Soccr'98 11/97 $44 -— 
Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price. availability, offer subject to change at any time. Release sched- | Standard _ Priority Over Mail To —_ Mail To 
ules and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced | var Le Se > Day fant ee. ee 
with same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order” charge is charged once Per Order $1.00 $2.00 $2.00 $9 00 $2 00. $2.00 
per order placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. Each U.S. order will Per Shipment $1.95 $1.00 $3 00 $7.00 $2.00 $2.00 
include a 12-issue subscription starting with the Nov. 1997 issue (while supplies last) to Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will be allocated. _ Per Item $0.75 $1.00 $1.00 $2.00 $2.00 $6.00 
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Links LS 98 Course Disks 


The voluminous Links course library continues to grow 


ne of the reasons that Links LS 98 is 
so popular is the huge number of 
add-on courses available. It seems 
that almost every tournament you see on 
television can be replayed on your computer 
with Links. With the golf season drawing to a 
close across much of the country, forcing 
many to retreat to the computer for their 
golf fix, what better time to check out some 
new places to play while dreaming of spring? 

One of the most dramatic moments in 
golf this year was Davis Love III's PGA victo- 
ry, dedicated to his late father and culminat- 
ing with his final putt on a rainbow high- 
lighted 18th green. The primary selling point 
of the Sea Island course is it’s inclusion of 
Love, who is then available for play on any 
of your Links courses. Love appears to be a 
fairly low key player on the PGA tour, and he 
seems low key here: his comments are pret- 
ty much restricted to an occasional “Aw, 
come on!” or “Darn!” Still, he plays a mean 
game of golf and is a welcome addition, 
doubling the number of pros available in LS 
98 (the other is Arnold Palmer, who comes 
with the original program). 

Love’s home course, Sea Island, reminds 
me why so many Links courses seem indis- 
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This hole on the 
Sea Island course 
demonstrates Links 
LS 98’s gorgeous 
reflecting water 
display 


The 17th at 
Congressional: 
there’s water hid- 
ing behind the 
green 
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Pelican Hill pro- 
vides some of the 
most interesting 
holes in the Links 
course library 


COMPUTER GAMES 


tinguishable from each other: there's very 
little discernible height or slope on the fair- 
ways, making many of the wide, flat holes 
fairly unmemorable. The approach shot from 
most of the fairways feels no different from 
the previous or subsequent hole. The combi- 
nation of these ho-hum fairways and the 
large greens makes Sea Island a pretty easy 
course. However, the holes which feature 
lakes, and in particular the beautiful par 
three number two, display LS 98's realistic 
and often gorgeous reflecting water. Still, 
Sea Island is, on the whole, a pretty monoto- 
nous course; the best thing about the disk is 
the acquisition of Davis Love Ill. 
Congressional Country Club, located just 
outside Washington, D.C., has been the 
home course of numerous presidents and 
was the location of the 1997 U.S. Open. 
Unlike many Links courses, Congressional’s 
fairways are sloped and contoured, resulting 
in a much more distinctive (and enjoyable) 
character. The greens are large and tend to 
be rather hilly, resulting in many three-putt 
opportunities. Congressional is close to an 
airport and thus the sound of airplanes fly- 
ing low is common. Congressional’s signa- 
ture holes are its finishing 17th and 18th; it 


GA 


was on these two holes that this year’s U.S. 
Open was decided in a tense and emotional 
finish. Both holes are perfectly reproduced 
here, and each once again shows off LS 98's 
magnificent reflecting water effects. While 
some of the holes are routine in their layout, 
the aforementioned use of contour and 
height produces an enhanced feeling of 
realism and interest. Overall, this is a chal- 
lenging and enjoyable course. 

Pelican Hill, in Newport Coast, California, 
boasts a green fee of $175 a round; if the 
real course is as spectacular as the version 
presented here, it is well worth the cost. The 
first hole establishes the nature of the 
course—it features an incredible downhill, 
sloped fairway lined with a variety of trees 
and shrubs. The par three number four hole 
is one of many beginning on an elevated 
tee, hitting down onto a green set in a valley 
carved out of the canyons and bluffs. The 
sounds of the surf from the adjacent Pacific 
Ocean in the background are a reminder 
that this course is on the California coast, a 
fact that could sometimes be lost as several 
of the holes look as though they could be 
set in one of the western mountain resorts. 
Pelican Hill is composed of a variety of holes 
with unique designs, many requiring a good 
dose of course management—tempting 
high risks shots are available, which may 
result in a birdie or eagle if successful, a 
double bogie if hit less than perfectly. This 
combination of hills and valleys, beautifully 
varied terrain, and holes which may be 
played a number of different ways make 
Pelican Hill an absolute must have disk for 
the Links aficionado. —Jeff Lackey 
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Links LS98 Course Disks: 

Sea Island (with Davis Love III) 

Access Software * www.accesssoftware.com 
+ Requirements: Links LS 98 » Multiplayer: 2-8 
players, Internet, LAN, modem 
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Links LS98 Course Disks: 

Congressional CC 

Access Software * www.accesssoftware.com 
+ Requirements: Links LS 98 * Multiplayer: 2-8 
players, Internet, LAN, modem 
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Links LS98 Course Disks: Pelican Hill 
Access Software * www.accesssoftware.com 
+ Requirements: Links LS 98 + Multiplayer: 2-8 
players, Internet, LAN, modem 


Legends Football ‘98 


Rushed to the market a year too late 


mess of a product, Legends Football — the console kid want to be Red Grange or 
‘98 features an interesting premise Brett Favre? Does the simulation fan even 
that’s completely derailed by poor 


own a gamepad? 
execution. When looking at the final prod- The interface is a particularly sore point. 
uct, you have to wonder who Accolade 


The mouse isn’t used at all in the game—a 
thinks will be interested in this game. The tedious gamepad interface forces you to 
gamepad-only interface and hyper-inflat- use its D-pad to cycle through all of the 
ed offense scream “console,” while the his- 


game's options. To add insult to injury, 
torical premise screams “simulation.” Does __ plays are color-coded to the Gravis 


right before the snap—just time your rush 
with his first movement.) 

What Legends ’98 has going for it—the 
ability to play in multiple eras using the 
rules of that era, a good play editor and a 
career mode for modern teams—is wasted 
on a simulation engine that produces 
inflated NBA-like scores. Typical games 


feature scores such as 83-78, with quarter- 


The color-coded play-calling interface is simple to 
use —- assuming you own a Gravis Gamepad 


Gamepad, which leaves SideWinder or 
any other competing gamepad owners 
translating the scheme. 

Actual gameplay is moderately 
entertaining in an arcade sort of way, 
though what occurs on the field bears 
only the slightest resemblance to foot- 
ball. Play calling is simple, passing is 
well done (each button corresponds to 


backs throwing for, on average, 800 yards 
with anywhere from 6-12 touchdown 
passes. Losing QBs often throw double- 
digit interceptions. 

IIl-conceived and poorly executed, 
Legends ‘98 is that rare product that makes 
you long for the days of Accolade’s previous 
football series Unnecessary Roughness. 
—Steve Bauman 


a different receiver in the patter), and 
the line play is decent. The problem is 
the computer Al, or lack thereof. You 
can easily roll up 100-plus points on 
offense by running a lot of sweeps and 
throwing deep passes. On defense, just 
call the same play and blitz a linebacker 
every down. (The center always moves 
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Legends Football ‘98 

Accolade * www.accolade.com * 
Requirements: Windows 95, 90OMHz Pentium 
or higher, 8MB of RAM, 2X CD-ROM + 
Multiplayer: 2 players, same machine 


New...Revolutionary 
Keyboard Simplifier 
for PC Games 
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Works with any PC game. 
Includes easy Windows program 
to design and print your own 
command sheet. 


| “6 Saitek 


== Contains command sheets for 
Command & Conquer: Red Alert™, 
Fighting Falcon F16", MDK™, 
Microsoft Flight Simulator”, 
Civilisation II", Quake™, Interstate 

= 76”, Jet Fighter Ill", Tomb Raider™, 

= X Wing vs. Tie Fighter™, Microsoft® 

> Word or design your own. 


CT ele) al (em Golan 


Visit our web site at http://www.saitek.com | 
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Going digital. 
Logitech takes aim at Microsoft 
with a new pair of digital controllers 


t's surprising more control 
makers haven't joined the digi- 
tal revolution. Compared to 
analog controllers, digital con- 
trollers use less CPU time, are more 
responsive and offer more preci- 
sion. Yet for nearly two years, the 
only digital game controllers on 
the market were built by Microsoft 
(in fact, one could say they had a 
monopoly in this field). That has now 
changed, as Logitech has released two 
new digital controllers of its own: the 
WingMan Extreme Digital and the 
ThunderPad Digital. 

The WingMan Extreme Digital 
is a digital version of 
the company’s 
WingMan Extreme. It 


sports the same look . Be 


and feel as its prede- 
cessor, and those with 
small hands will particu- 
larly enjoy not having to 
stretch as everything is within 


MS5 Bazooka 


Boom! Boom! Ka-Boom! 


he MS5 is a subwoofer designed for 
OL comets game consoles, and 

other portable or semi-portable 
electronic devices. At just over 17 inches 
long by about seven inches wide, the MS5 
fits easily into the confined spaces often 
associated with PC setups. Installation 
itself is a snap, the directions are clear, 
and the unit includes all required cables. 
Once hooked up, on/off, volume and use 
(game, music, voice) are controlled 
by a cabled remote 
control. Performance is as 
advertised,-with 
clean, powerful 
bass (the unit puts 
out 50 watts @ 2 
ohms); the extra 
oomph is quite 
satisfying 
and effec- 
tive. Overall, a 
well-built, solid piece of equipment. 
—Robert Mayer 
MS5 Bazooka Multimedia Subwoofer 
Southern Audio Services, Inc. * www.sas- 
bazooka.com * 1-800-THE-TUBE 
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easy reach. It 
has six but- 
tons (all pro- 
grammable in 
Windows 95), a hat 
switch and a throttle. 
While hard core flight 
simmers may flock to the more 
full-featured flight sticks, the 
WingMan Extreme Digital is a 
solid choice for every- 
day gamers. For DOS 
games, the stick is com- 
patible with the CH 
Flightstick Pro. 
The only prob- 
lem with the 
device is 
that it 
doesn't 
feel as 
sturdy 
as It 
could. 
The 


WingMan Extreme Digital 


CH Gamestick 


Good performance, 
beautiful design 


he Gamestick is a stylish, medium- 
cost ($59.95 SRP) joystick from CH, 
makers of the leg- 
endary Flightstick line of 
products. This 
lightweight 
joystick features a four- 
button design anda 
sliding throttle, but no 
hat. Unlike most joy- 
sticks, the layout of the 
Gamestick is symmetrical, 
meaning lefties as well as righties 
can join the fun. 
Oddly enough, its lack of weight and the 
smooth plastic makes the joystick feel a bit 
on the cheap side. The cheapness issue is a 
feeling based primarily on the texture of 
the plastic — comparing the Microsoft 
Gamepad with it’s coarse texture with the 
smooth, plastic-y Gamestick, really illus- 


ThunderPad Digital 


CH Gamestick 


ThunderPad Digital is a 
sleek, eight-button 
gamepad. The buttons, which 

are programmable in Windows 95, are com- 
fortably placed and the entire thing con- 
forms nicely to one’s hands. While nothing 
revolutionary, the ThunderPad Digital is a 
solid performer. 

Both controllers feature Plug & Play 
installation. The Logitech control panel 
allows for easily programmability and even 
lets you print out a full 
color map of all the 
buttons for a particular 
game. —Jason Ocampo 
Wingman Digital 
Extreme 
ThunderPad Digital 
Logitech ° 
www.logitech.com 


trates the 
point. The 
base isn’t weighted enough to make it a 
great joystick for desktop use (though it’s 
better for those that hold a stick in their 
lap — ignore any crude sexual innuendoes 
at this point). 

In use, it feels a lot like a good old 
Flightstick with a superbly designed handle. 
It's still an analog stick, so it needs to be cali- 
brated under Windows 95, but its excellent 
ergonomics and simple design make it a good 
choice for action gamers. —Steve Bauman 
CH Gamestick 
CH Products * www.ch.com 
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The name of the game is the future. 
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for Interactive Media 
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Flame-free zone 

Let me congratulate you on having the guts 
to write on a subject that has been long 
overdue [Upfront, CGS+ 84]. All the crap that 
appears here on the net makes me long for 
the moderated games forum that Scorpia 
used to have on GEnie. | think that most real 
gamers want discussion groups to be a 
source of information, both from fellow 
gamers and the folks involved in game 
design, so that our gaming experience can 
be enhanced. 

The flame wars that go on are thinly dis- 
guised libel and make you question whether 
some of the posters aren't employed by a 
publisher's competitor to spread disinforma- 
tion. (If they aren't, it makes you wish that 
the government would require a license to 
use the net to protect the rest of us from 
psychopaths and juveniles using their 
mommy's computer irresponsibly.) 

Keep on having the courage to express 
what a lot of us are thinking but don’t have 
as large a forum as you do. 


Joseph Hermsen 
Via Internet 


As always, the editorial is the first section of 
the magazine that | read. | agree 100% that 
some Usenet posts have been way too harsh 
against your name and person. 

You should have mentioned that not all 
of the Usenet community are malicious mal- 
contents — try spending some time in 
alt.games.wargames. It’s a decent, smaller 
group with no idiotic flame wars. You may 
be pleasantly surprised. 

However, communism is not the worst 
thing to be accused of-it is, however, one of 
the silliest. Even if you were the son of Lenin, 
I'd still enjoy the magazine. 


Dr. Atomic 
Via Internet 


Regarding the editorial by in Computer 
Games Strategy Plus November 1997 [issue 
84] issue on the problem of anonymous per- 
sons directing venom in such a way that it 
discourages industry people from participat- 
ing in online discussions. 

Cyberspace is a microcosm of the real 
world, in which we do not know that some- 
one is seriously disturbed until they act crazy, 
but there are gradations of this. The folks 
who run many on-line forums make their 
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bucks by providing access to anyone — it 
does not matter if they are a highly educated 
but disturbed individual like the Unabomber. 

Even if a responsible ISP or on-line service 
was to cut off the account of a person by rea- 
son of insanity behavior on-line, the worst 
threats just get another account with same 
or different service. There has to be the will, 
on the part of the service providers, to partic- 
ipate in some kind of joint blackballing of 
certain types of offenders, like retail stores 
post photographs in their offices out of sight 
of the public of people in their community 
that have been arrested for shop lifting. 

It is evident that the industry is nowhere 
close to this kind of thinking from the way 
many are supporting junk commercial and 
pornographic advertising. Here | am on 
America Online, which markets itself as a 
family service, excellent for young children, 
but there are stories about AOL selling its 
membership lists to the junk mailers, and a 
lot of the junk is telling us about porno- 
graphic web sites, and how to commit a 
variety of crimes. This is also true of the 
major telephone services. It is damn near 
impossible to get their cooperation in 
fighting abuses, because they make money 
off the abuses. 


Al Macintyre 
Via Internet 


Flesh Feast not so yummy 

This is my first letter to any game magazine. 
| finally had to speak up on what I've been 
seeing lately. I'm a 43 year old game player 
that has been at it since the Atari 2600 was 
all the rage. | enjoy many types of games 
and since violence is a part of about 99% of 
all games I’ve seen my share of it. I'm not 
going to jump on a soapbox about the valid- 
ity of violence in games, but | would like 
everyone to stop for a minute, pick up Issue 
84, Nov. 1997 and turn to page 46. 

Ask yourself why would anyone want to 
see images like this. Why would this ad pull 
someone in and entice them into buying the 
game. If your 13 year old son or daughter 
was excited at the prospect of playing this 
game, wouldn't you be the least bit con- 
cerned? My concern is that the constant, 
increasingly graphic nature of these ads is 
getting way out of control. When will some- 
one in a position of authority finally say 
enough and at least limit the amount of 
gore being displayed. If someone wants to 


buy a hack and slash game that’s OK with 
me, but please, don’t make me put up with 
images like this when | don’t want it. 

| realize that the majority of your readers 
are probably in the 15 year old range and 
that the more shock you can feed them the 
better initial sales are. Someone, please 
stand up and make a difference for the 
healthy, positive side of our mental psyche, 
I’m afraid we are getting addicted to shock 
and can't stop. 


Rick Blythe 
Via Internet 


We are in the process of evaluating our position 
with regards to violent content in ads. It’s a 
complex problem - our average reader is over 
30 years old, but you'd never know it based on 
the content of some of the ads. They seem 
trapped in adolescence. A question for SegaSoft 
— who do you think your market is? -ed 


Reviewing the reviewers of the reviews 
In the current issue [CGS+ 84], Pascal Vin 
voices his opinion that Computer Games was 
too tough on Interactive Magic in the review 
of iF-22. He would have awarded four stars. 

| disagree. | just deleted the program from 
my machine and tossed the CD back in the 
box after a month of hassle. On a 200MHz 
MMX machine with 32MB of RAM and a fast 
hard drive, this sim flies like a washing 
machine. It stutters and gurgles and stepped 
out of the box more often than a rookie fac- 
ing Nolan Ryan’s fastball. 

The recently released patch didn’t help 
matters one whit. It might have even made 
things a little worse. This sim offered great 
possibilities, but a program which has to 
stop every half mile to gather its wind is not 
an interesting program to fly. 

Your rating was a tad high in my opinion. 
2.5 stars would have been plenty, and the 
half star was only because of the handsome 
cockpit graphics. l-Magic should have kept 
this in the barn ‘til it flew at least decently. 


Good going ... you were right on target. 
Phil “Babe” Warner 
Via Internet 
More pictures 


| have been a reader of CGS+ for four years 
now and find the recent response by the 

editor to criticism voiced by Mr Mackey to 
have missed an important point. While the 
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criticism unduly chastises for the amount of 
written word, | think Mackey is on target 
that the magazine game reviews could 
incorporate a few more representatives pic- 
tures frames so we the readers can judge 
the graphics ourselves. In this case, a picture 
would truly be worth a thousand words. 


Melvin Kirkland 
Via Internet 


Agreed, but how many games don't look good 
in pictures? How many people have purchased 
a game based on its graphics and been dis- 
gusted with its lack of gameplay? This is what 
the text is for. Besides, most of our reviews 
have three or more pictures — only the short 
reviews have fewer — and they are usually cho- 
sen to be representative of as many aspects of 
the game as possible. -ed 


An error on the Links 

Usually | agree with most of your articles; 
however, after reading through the October 
‘97 issue [CGS+ 83], | did something | usually 
don't do. | read the sports related games 
reviews. My brother-in-law plays Links 98 like 
a true addict. I've been asking him to get 
into a self-help group for months. | am nota 
real fan of sports games myself, but | have 
watched him play it for hours on end, and 
have to say, that it is good as golf on a com- 
puter can get. 


| was reading your review of the game, 
mostly because | noticed that it only 
received 3/5 stars. Wondering why, | read 
the rest. | agreed with most of the com- 
plaints registered, except for one in particu- 
lar. Jeff Lackey stated that “Mplayer Internet 
play is not working as of this writing.” | 
would really hope this did not attribute to 
the 3/5 rating. Mplayer, the last time | 
checked, has basically nothing to do with 
Access, and in my humble opinion, Mplayers 
shortcomings should not count against a 
game that appears in its services. 


Kit 
Via Internet 


The rating was incorrect. It should have been 4/5 
stars. Those responsible have been sacked. —ed 


Something smells funny 

| was going to send this to NovaLogic, but 
decided that their response would probably 
be nil, and more importantly this would be 
a better forum for what | have to say. This 
then, is an open letter to Novalogic, fat lot 
of good it will do, I'd still like to set the 
record straight. 

In the November issue of Computer 
Games Strategy Plus, NovaLogic ran an ad on 
Page 13 for their new F-22 Raptor flight sim- 
ulator. As one of the people involved in 
building the F-22 (and one of the people 
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who built the YF-22 prototype), | was some- 
what offended by the Skunk Works logo 
lurking in the background of the ad. 

The fact is Skunk Works, in Palmdale CA, 
had very little to do with producing the 
Raptor. Most of what involvement they did 
have was that the Skunk Facility was used 
for final assembly of the prototypes. The air- 
craft was designed in Fort Worth, TX, which 
belonged to General Dynamics at the time; 
Seattle, WA, a Boeing facility, Marietta, GA; 
and to some extent at Palmdale, which is a 
separate unit from the Skunk Works. 

Skunk Works personnel will not partici- 
pate in the production phase of the pro- 
gram, nor are they engaged in the produc- 
tion test aircraft program. (Rumor has it 
they’re too busy with Aurora). 

Just because something is produced by 
Lockheed Martin does not make it a Skunk 
Works project. The F-16 is now built by 
Lockheed Martin, the C-130 has been in 
production since before most of us were 
born, and neither of those are Skunk 
Works projects. 

When the Fort Worth facility was 
acquired by Lockheed, some of the people 
joked about now being the Armadillo 
Works. Maybe they should run that logo in 
the background. 


Allan Vrasich 
Via Internet 
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